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Stencils for Restoring The originator of computer-cut 


Stealth Series Pinball Machine Protectors 
Protect your pinball machine from wear and tear with this unique line of products. 


Pinball Machine Cabinets pinball machine stencils raises 
the bar again: Stealth flipper button cabinet protectors Stealth cabinet leg protectors 
Computer-cut stencil sets for: * Now easier to apply * Instant-install with pre-cut flipper button hole t Nearly invisible when installed 
* WMS Ten Strike bowler t Gottlieb Black Hole — | No transfer tape required * Custom-install for an even more seamless look * Pre-cut high density foam 
* Bally Paragon ** Bally Star Trek * Easier to remove * Choose clear to protect original artwork * Fits any pinball machine 


* Williams Black Knight.» Bally Playboy * Reusable 
* Bally Capt. Fantastic t Bally Kiss * Repoisitionable 


^ Choose black to cover existing wear 


Stealth playfield wear area protectors 


*k Bally Fathom * Williams Gorgar Over four times thicker Stealth start button cabinet protectors X Thin, super-transparent pre-cut patches 
* Bally Eight Ball Deluxe * Bally Wizard * Resists stretching * Protects the area around the start button ** Removable vinyl, not permanent like Mylar 
* Bally Eight Ball * Bally Centaur  Super-accurate patterns * Crystal clear, removable vinyl 29 pre-cut shapes and full sheets available 


$139.95 per set See website for pricing, quantity discounts and combo packages 


Replacement 8-Track Tapes for EM Arcade Game Audio Replacement Score Windows for Gottlieb 
System 1 & System 80 pinball machines 


Digitally restored and recorded on premium NOS 8-track cartridges Reden VOLT wan arias scbre Waa color HGS 


* Wild Kingdom (gun) X Dune Buggy (car) with these new self-adhesive replacements 
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* Chopper (helicopter) > Dozer (bulldozer) 2 
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* Sega Grand National ...more on the way About These Exclusive Products 
5 s x Backbox fluorescent lamp warming filter 
Replacement drive belts now available i Cyclone mint playfield flags (Seb 60/17) 
8-Track tapes are $25 each * Blue insert color correction filters for repro 


Before Centaur and Fathom playfields 
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Bt PayPal. All N ^ io" " ystem 
e o p Ne e Ur UE Es de. System 80 pinball machines. GSound replaces the original unreliable and and System 80 danties 
may be held until your payment has cleared our bank hard-to-repair sound board with a new design that adds a number of new * No configuration jumpers 
à OUI pAymen DEIN features. All sounds are stored on removable and re-writable Flash Memory N i 
Our on-line store will automatically calculate shipping * Exact emulation of factory 
ER eed RESINS EG cards. Original factory-style sounds can be stored on the card as well as custom | sound effects (if desired) 
A AE S sounds installed by the user. Games that originally came with primitive beeps — |. Unlimited user-defined sounds 
SUME JOH eu and bloops can be upgraded to play any sound at all - speech, music, and more. |.» All sounds stored on 
f^ 128 Bit SSL For complete ordering information, and details of our GSound is the first in a series of replacement sound systems for pinball machines | Compact Flash cards 


bi Security 30-day money-back guarantee, log onto: and other arcade games. For the latest information about GSound, log onto: Change sounds in seconds 
http://pinballpal.com/ and click on "Order Info". http://pinballpal.com/gsound/. * No ROM programming needed 
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Party Time! If you've got a game 
room, you're no doubt had the 
itch to show it off. A party's 
inevitably going to happen. 


pes time! If you've got a game room that you've worked hard to turn into the room of 
your dreams, you've no doubt had the irresistible itch to show it off to friends. After all, 
what good is a room full of games if there's not a room full of people to enjoy them? Throw in 
some kickin' tunes and a party's inevitably going to result. No need for planned social activi- 


ties when you've got row after row of blinking and beeping entertainment already standing by! 


Chris “C.C.” Benning has taken this concept to a new high: his entire house i 


party 
waiting to happen, with rock ‘n roll memorabilia and arcade games in every corner. His entire 
house is this months GameRoom Magazine GameRoom of the Month, and looking at the 
photos of his collection of games, I've got to admit I'm getting the urge to buy a new game or 
two myself! 

On a more serene (but no less fun) note, Jimmy Rosen reports in with a “road trip” ad- 
venture of his, traveling across the Southwest in search of coin-op history. Does he hit the 
jackpot? Check out page 21! Mitch Gerson also contributes a great story of Josh Goldstein, 
an artist who specializes in unique multi-layered art pieces made from vintage signs. It's all a 
little hard to explain in words, so check out his story on page 15. 

There's more... heck, there's always more—you know it, I know it, and I know you know it, 
so why should I ramble on about it? Turn the page already, and enjoy! 


The Game is Never Over, 


e 
QUY US 
at 《NE 
D pii. E 
1 一 
fil (le ial, | | Kevin Steele, Editor 


There's silver in them ‘thar hills! See what else 
Jimmy Rosen uncovered on page 21. 


In addition to game rooms and coin-op confessions, I'm now also looking for contributions for The 
Mod Squad and GameRoom Puzzle Page. Got a pinball or video game mod, a fun challenge, coin-op 
triva tidbit, or a funny cartoon to contribute? | pay for submissions! Email your puzzle, cartoon, trivia, 
joke, mod (or game room photos and story, of course!) to info@gameroommagazine.com — you'll get 
a GameRoom T-shirt, and in the case of an article, cartoon, or puzzle, a check as well! 
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Low Advertising Rates 
Now in Full Color! 

Full page: 7.5"W x 10"H or 8.5" 
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Quarter page: 3.67 


Multiple run discounts of up to 2596 apply when 
you run your ad for consecutive months! Call or 
email for full details and a rate card. 


Power Ads (word-only ads) 
See GameRoom Marketplace, Page 62. 


GameRoom can help create your ad for no charge! 
Call us with your requirements. 


Coin-Op Show and Auction Calendar 


(*) - Look For That Show's Ad Inside This Issue 
Dates and Locations Subject to Late Change. Contact Promoter To Confirm 


June 2008 

6-8th NORTH WEST PINBALL AND GAMEROOM SHOW Seattle, WA (360) 929-1198 nwpinballshow.com 

* 7th SUPER AUCTIONS Orlando, FL Rob Storment (714) 535-7000 

* 13-15th PHILADELPHIA GAME ROOM SHOW Philadelphia, PA (215) 631-4246 www.philadelphiagameroomexpo.com 
* 14th SUPER AUCTIONS Knoxville, TN Rob Storment (714) 535-7000 
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* 21st SUPER AUCTIONS Los Angeles, CA Special Hollywood Props and Pinballs auction, Rob Storment (714) 535-7000 
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* 13th AUCTION GAME SALES Winston Salem, NC Rick Parsons (800) 551-0660 
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Sell) 15 games or more, only 
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Jacob Bldg., 3301 Magnolia Ave., Knoxville, TN 


55 Entry * $5 Buyback * 5% Commission 
Always $100 maximum any item! 


"m 


San Jose, CA 
Santa Clara Fairgrounds, Gateway Hall, 344 Tully Rd. 


Los Angeles, CA 
Premiere Props, 128 Sierra St., El Segundo, CA 
Movie Props & Pinballs — 
Over 1800 items! 
Auction 11am, 
VT ¢ A preview 9-11 each day! 
see HollywoodRoadshow.com 
Charlotte, NC 
Metrolina Expo Trade Center 
7100 Statesville Rd., Bldg #3, Charlotte, NC 
85 Entry ° $5 Buyback * 5% Commission 
Always $100 maximum any item! 
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OFFICIAL; AUCTIONEER 
: For Info and FREE BROCHURE: 
SuperAuctions.com 
(714) 535-7000 


Hello GR Mag! That's one big, scary-looking 
After reading your latest issue, I was inspired pinball machine! a 
to send in a photo I took while in NY City 


on business. Because it was a city we had 
never been to, I decided to bring along the 
whole family for the NYC “experience”. Our 
hotel overlooked Times Square so I went to 
the window to soak it all in. When I opened 
the blinds I was pleasantly surprised to see a 
ginormous digital pinball machine adver- 
tisement for Coke. I snapped a picture but 
through the spotted window, it came out 
pretty poorly. So I rushed down stairs out to 
the hustle and bustle of Times Square and 
took another one with much better results. 
When I began to think about it, I realized 
that I see advertisements for products that 
use a pinball theme often. Most recently, a 
car commercial, the back of a cereal box and 


some network advertisements on some chil- 


dren’s shows. I am glad to see that this genre 
of entertainment has continued to find its Jr 
way into the mainstream over all these years. ee 

Thank you for all of your hard work and dd Air 
efforts that is put into this great magazine. It : n 


is read from front to back the day it arrives! I 


only wish I subscribed to it sooner! 


Hi Kevin, 
I just got the new issue with the Family Guy 
mods. Do you know where i can get that 
Drunken Clam sign? I can't find any link for 
miller engineering etc. 

Keep up the good work, 


Chris Redinger 


Chris (and other curious readers), Dan's . Hi Kevin, E 
Drunken Clam sign was built from this kit:  S@LEULS IET EIL ECTS 


mailbox before I di 


Sorry, but Ljust.coufi 
Cheers, Steve-o A 


www.microstru.com/Experimenter-Kits. 
html. Hopefully Dan will write an article 
on how it cooked it all up! 
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Questions? 


Comments? Rants? 
Raves? 
GameRoom Magazine 


12943 Kingston Way 
North Royalton, Ohio 44133 


info@gameroommagazine.com 


zine shirts, but look who made 
Aimy GameRoom s 


E oa 


Kevin, See starring in new 
While I was taking a shower today after 
mowing the yard my wife returned a call 


AND THE BROWN DIRT COWBOY 
to someone who had left a message on our (Bally 


answering machine. He said he had a pinball Ti MIEL T 3 3 


machine that had went belly up and needed 
someone to fix it. He told her it was an Elton 
John pinball. Instinctively I knew it was a 
1976 Bally Captain Fantastic and the Brown 
Dirt Cowboy machine. My next thought was 
wait a minute, this game should have been 
included in Jonathan Imberi’s “The Many In- 
carnations of Rock Stars" article in the May 
issue of GameRoom Magazine! Many think 
of Elton as only a pop star but if you've ever 
d his album “Rock Of The Westies” he was 


definitely a rocker. After further research Jon- 


hea 


athan also omitted 1978 Stern Electronics 


Nugent. Is Ted Nugent a rock star? Hell yes! z ^  — HECTRONI SOUND 


BALLY MFG. CORP. 1976 


Leon Gra 


How could we have an article about coin-op and rock"n roll and neglect these two cornerstones 
of the genre? I don't know... but | promise to flail Jonathan with a frayed grounding strap until 


2 y i 
Know what, Leon? You're absolutely right. he sings "Cat Scratch Fever" to make up for it. Happy now, Leon? 


Good catches on both of those pins! 


Last Bally Bingo Development & 
Production Engineer Passes On 


Lawrence P. "Larry" Benson, 89, passed away March 18, 2008 in 
Fort Myers Florida. Mr. Benson was born in Chicago, Ill. on August 
18, 1918 and began his career with Lion Manufacturing at the age 


ars of 


of 18. He retired after nearly 50 
only by WWII. 
Mr. Benson enlisted in the U.S. Navy three weeks prior to the 


vice to Bally, interrupted 


bombing of Pearl Harbor, and obtained the rank of Chief. His 


responsibilities during the war included fleet maintenance of Higgins 
transport boats and their General Motors diesel engines. He received 


an honorable discharge from the U.S. Navy after the end of the war 


and returned to Bally’s Belmont Avenue plant in Chicago in 1945. 


Mr. Benson’s employment in 1936 began with production line sol- 


«celled in 


dering work for a wage of roughly forty cents per hour. He 
all technical aspects of future quality and manufacturing responsibili- 


ties for not only pinball, but shuffle bowlers, slot machines and special 


projects. Of all the products that Bally produced, the Bingo products 
were his favorite. 

In late 1962 or early 1963 Mr. Benson became a Design And Proj- 
ect Engineer over bingo development and worked for the late Donald 
E. Hooker. Functioning in his new capacity he designed, oversaw, 


directed and provided technical assistance from development, to 


prototype and production. Additionally, he conducted Bingo service 
schools at larger distributor locations located in New Orleans, Nash- 


ville and Charleston. Aft 


Bingo production ceased around 1980, he 
assumed new responsibilities in the area of slot machine production 
until the Belmont Avenue plant closed around 1984. He then moved 


to the Bensonville, Ill. plant where he retired, then shortly after 


æ 


moved to Fort Myers, Florida. 


Lawrence P, "Larry" Benson ED: This note was passed along by reader Gary Marshall. Thanks, 
£ Gary, for letting us know of Larry's passing. 
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PINERLUP AR TS!’ ONLINE 


www.bayareaamusements.com 


Pinball Parts Online Store - Thousands of Parts In Stock - 
www.bayareaamusements.com 


We are a distributor for Hundreds of Rubber NEW & REPLACEMENT 
Ring Kits tailored for GAME BOARDS 


BTNI E Each Game 

UN. VN. US d 

Replacement LED Displays bee A Ramp & Plastic Protec- 
tors & Cleaners 


e Lifetime Warranty 
Game specific Motors & 4 


e For Williams, Bally, Data East, Stern 
e Total redesign—not copies 

1 Coils, Plungers, Flipper 
1 es Parts, Armatures 


e Mfg in Europe 
Å 
Plastic Posts, Wafers, Ramps 
Lamp Domes, Buttons 


Game hardware—coil 
stops, mechanisms, etc 


? m j Pinball Cabinet Stencil Sets !!! LS 
Uam . Dozens of titles in stock - Adding new titles monthly 4 um 

Ser " is i i 一 一 i | sip 

4 xy 1 Repaint your cabinets—make your game look like new —— 


im io imfole fe ale 
Eo mim | eh anta = 


ES 


News 


I'm extremely happy to announce that my 
wife and | are expecting our first baby this 
October! That's the good news—the bad 
news... guess who's moving into my “Apart- 
mentcade” game room? 


Yep, the arcade decorations, slots, pachinkos 
and Zultan fortune teller are all being 
packed up, as well as the arcade machines. 

I am keeping my Mamelnvaders (seen in the 
news masthead) though! Everything is going 
into storage as we take apart my game room 
and turn it into a Nursery. We've also decided 
to hold off on the house hunt for now to stay 
in NYC during the baby's first year. 


I'm okay with the changes, as we're both 
very excited about this turn of events, and I 
do get to keep the one machine! | figure the 
baby might as well be lulled to sleep by the 
sounds of Pac-Man. Start'em early, | say. 


INSERT COIN TO CONTINUE, Mitch. 


The Act 


How in the world did | so totally miss this? 
Have you heard about The Act? Well, obvi- 
ously neither had | until | came across this 
information on the web, totally by accident. 


Apparently, The Act was a very recent stab at 
a fully traditionally-animated casual arcade 
game in by former Disney animators; in the 
exact same fashion as the beloved Dragon's 
Lair game. The animators had previously 
worked on Mulan and Lilo and Stitch in addi- 
tion to some others, and the style is readily 
apparent in the beautiful animation. 


It turns out that the 
company called 
“Cecropia” wanted to 
create games that are 
“personality” driven. 
In The Act, your 
characters emotions 
were controlled by 

a simple dial with 
which you cranked 
up his excitement 

or toned it down to 
“interact” with the 
animation (a literal 
turn of a dial, similar 
to an Atari Breakout 
spinner). 


If you did it correctly, the animation kept go- 
ing, but one wrong move and you got a "kill" 
animation and had to start over. 


The project died apparently just last year, 
and the company has moved onto other 
projects using what they learned from the 
game in Flash animation being used for 
advertising. | hope to write a feature article 
about this project, but | have not yet been 
successful in tracking down the folks in- 
volved yet, although I hope to soon. 


Some lucky guy identified as "Adam" bought 
one of the prototypes and all of the anima- 
tion for only $400 bucks. Here's an excerpt 
from his website: 


“It came as a PC (Linux-based) with the game 
itself pre-loaded onto the hard drive. The PC 
does have a JAMMA board integrated into it 

as an I/O board but it is not required for use. 

It also came with a CD to reload the game if 
necessary. 40 total were made but of those a 
majority were sold to members of the develop- 
ment team that spent six years working on the 
project. I think between 8-12 were actually sold 
to the public, 15 at the most as they have sold 


px. 
GameRoom M m 


Compiled by REG. 
Mitch Gerson N 


a couple of the test location cabinets. | would 
have liked one of those but it got expensive 
quick with those auctions." 


Check out the game in action here (this is 
the gentleman who snagged one of the 
prototypes): 


www.youtube.com/user/theatarian 


Read much more about it from an anima- 
tor's blog that | found from 2006—they had 
prepared the game's trailer, which you can 
also find on the site: 


"It is 100% traditional, hand drawn animation 
created with a lot of the same animators and 
artists that animated LILO AND STITCH, MU- 
LAN, ETC. (Cecropia ended up hiring a bunch of 
the Disney artists that were laid off when they 
closed down the Florida studio.) " 


tombancroft.blogspot.com/2006/06/act. 
html 


Try out a version of the game style here on 
line along with more information about the 
company and people that created it: 


www.cecropia.com/projects/ 
Here's the full run down on The Act: 
www.theactgame.com 

Gameplay Trailer: 
www.theactgame.com/trailer 


See the game flyer over at the Arcade Flyer 
Archive: 


http://tinyurl.com/3ofjsn 
(Some photos from the Arcadeheros.com 


website and Cecropia website). 
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Alltek Announces New 
Lamp Driver Board 


Engineers fascinate me. The love to solve 
problems and once again the good folks 
over at Alltek have solved yet another co- 
nundrum for your favorite Bally/Stern pinball 
machine. As we all know the boards on these 
old pins aren't all that reliable and are prone 
to failure. 


Well, another problem has been solved- | 
present to you, the “Ultimate Lamp Driver 
Board" OK, so it's not sexy, and it's not cute 
or pretty but it will solve your lighting issues. 


Here are the Specs: 


* Theonly pinball replacement board to use 
the latest surface mount technology yet 
also have through-hole spacing for stan- 
dard parts! This means that if you want to 
repair the board yourself you can use old 
style parts. 


* All connectors labeled for easy trouble- 
shooting. 


* Plug and play replacement. 
And more. 


The board is $99.95, and you can pick up 
yours today at Allteksystems.com (if you 
didn't know it, they have a few other really 
excellent boards as well to solve other issues, 
check em out!). 


Happ vs. Sanwa vs. 
X-Arcade: FIGHT! 


U a : | 8 about? Well, | am 
fascinated by the 


depth of passion that the good folks over 
at Arcadecontrols.com have about this very 
subject as seen in recent thread. 


Arcade buttons— 
they have only 
one job. Push 
button, stuff 
happens. So 
what in the world 
is there to talk 
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The merits of Happ brand buttons, Sanwa 
and XArcades are fully debated including 
feel, sound, color, convex vs. concave and 
more. | really never put that much thought 
into it, but if you're as much of an arcade 
geek as | am, you'll enjoy the spirited debate 
(or join in with your own thoughts). 


Check it out and be heard right over here: 


http://tinyurl.com/ywk48u 


Summer’s Here! 
Time to get into shape 


present to you the latest in exercise equip- 
ment that in my opinion is far superior to 
the upcoming WiiFit. Dubbed the Gamercize, 
this gadget connects to any console in your 
home rendering it useless unless you exer- 
cise using your home exercise equipment. 


The website strongly recommends that you 
use this with a stepper or cycle as they work 
best with the gadget. | would imagine that 
would be the least intrusive on your game 
play, as obviously you'll need your hands to 
work the controller. 


Get up off the couch and start your engines, 
because if you don’t your game won't even 
start. Pick up yours here and get buff for the 
beach: http://tinyurl.com/Spwrg7 


The Guinness Book Of 
Gaming Records 


With a latte in hand | was browsing the aisles 
of my local Barnes and Nobel, when | came 
across this fun book. From the powers that 
be at Guinness and the score keeping skills 
of Walter Day, | present: The Guinness Book of 
Gaming Records 2008. 


Thankfully this book is way more than just 
a dry listing of scores and facts. In typical 
Guinness fashion, the tome is chock full of 
great photos, history and of course tons of 
info on Billy Mitchell and Steve Wiebe (you 
knew | would mention that, right?). 


From the website: 


"Guinness World Records Gamer' Edition 2008 
brings you record-breaking computer- and 
video-game accomplishments from around 
the world, including high scores, biggest 
tournaments, largest cash prizes and most 
successful games... along with detailed game 
strategies, interviews with the professionals, 
tips and cheats to improve your play, tabu- 
lated information, full-color photography and 
illustrations, league tables, bizarre facts and 
amazing trivia." 


They've scanned portions of the book right 
here on the site for you to check out — 


http://tinyurl.com/2430uw 


ED: Be sure to read my full review of the 
Guiness World Records: Gamer’s Edition 2008 
book on page 55. And no, | don’t mention Billy 
and Steve in the review. At all. 


The Top Sci-Fi Pinball 
Machines of all Time 


( 


All this 
... madehumanly possible 
by. Williams 


From an interesting site called io9.com 
comes this in-depth article reviewing the 
greatest Sci-Fi themed pins of all time that | 
have a feeling you'll enjoy. The site features 
loads of great close-ups of the machines in 
question, which go from Rocket Ship (1958) 
all the way up through Jack-Bot (1995). | had 
forgotten about a few of these, and there 
were some l've never even seen. 


From the website: 


"Long before the current obsession with con- 
sole processing power and how many billions 
of polygons can be display onscreen at the 
same time, the only way to get your game on 
was via pinball machines. There have been 
tons of sci-fi pinball machines, with some 
amazingly garish artwork. Besides all of the 
Star Trek, Star Wars, and other licensed games, 
take a look at some of the forgotten sci-fi 
pinball machines of yesteryear.” 


Read all about it right here: 


http://tinyurl.com/2j2c5n 


April Fools in June 


Ok, so I'm a few months late, but you'll have 
to blame magazine lead-time for that. | 
almost, almost fell for a couple of these this 
past April, but the depth and scope of these 
April Fools gags was extensive. Did you hear 
about the new Nintendo Wii Wee game? 
Yeah, | thought so. | ordered two of them. 
Sigh. | guess I'm kinda’ gullible. Any way, in 
case you missed them, Next Gen.biz did a 
fun write up on the best gags of 2008. Check 
'em all out right here: 
http://tinyurl.com/2njxb8 


UK Arcade Break In 


From the British Echo comes this vicious 
story of innocent arcade machines being 
attacked in the dark of night in the UK. 
Seriously, with the arcade industry barely 
hanging on, how much money could they 
possibly think they would be making off 
with? 


It turns out that the damage to the machines 
was worth far more than what they stole. 
The damages are estimated at over $70,000 
USD. How much did they make off with? Oh, 
about $650 bucks. 


From the article: 


“After climbing through the shutter and open- 
ing a side window to get into the arcade, the 
thief spent about 15 minutes trashing four 
machines... using an unknown weapon. Gra- 
ham Rawlinson, director of GJR Leisure limited, 
which owns the arcade, said: “In 30 years of 
working the seafront I've never had any prob- 
lems, let alone a break-in.” 


If you have a strong stomach to read about 
the carnage, check it all out right here: 


http://tinyurl.com/5n2640 


Firehouse Team Wins 
$10,000 on Silver Strike 


| came across this over at coinoptoday. 

com: apparently the Firefighters of Engine 
Company 2 in Norristown, PA really love 
Silver Strike Bowling. They love it so much 
that they have a full arcade machine in their 
firehouse to play during their downtime. 
Well, their gaming and teamwork skills are 
off the charts as they just won $10K from the 
machine as part of a sweepstakes: they were 
randomly chosen based on the overall scores 
from their networked machine. Now that's a 
hot story! (sorry). 


Pinball Wizard Wins Big In 
Salem Mass 


There was a great article about Bowin Kerins 
one of the top pinball players in the US in 
the Mass News Tribune recently. For a "dead" 
industry like pinball, there are still tons of 
fun stories about the game and the players 
who are always trying to make the record 
books. 


Playing for over 10 hours each day (10 
HOURS?!), the best players from around the 
world descended upon Las Vegas recently 

to see who was the best of the best. Well, 
Bowin managed to prove his mettle and won 
the tournament. 


Here's a excerpt from the article: 


"For BOWIN Kerins, playing pinball is a test of 
mind, soul and body. When he's competing in 

a tournament — some of which have prizes 

of thousands of dollars — he has learned to 
train his mind on other things, using music as 
a way to prepare himself for a game. “I play 
"Welcome to the Jungle/ AC/DC, Van Halen, 
any music you'd hear in a sports arena,” he 
says.....playing pinball can be physically 
exhausting. During the IFPA championship 

this past month in Las Vegas, Kerins played for 
three days straight, 10 hours each day with an 
hour's break for lunch..... "People have this idea 
that it’s like gambling, that it doesn't take real 
skill to play," Kerins says. "If that were true there 
wouldn't be the same group of core players 
winning tournaments." 


See and hear him talk about his achievement 
at the paper's website right here: 
http://tinyurl.com/Ss9h5x 
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eBay Killing off Antique 
Arcade Shows? 


eBay is both so great and bad all at once. Re- 
member the days of really wanting to track 
down a piece of your past, such as a favorite 
childhood toy, or perhaps that holy grail of 
an arcade machine? You would scour the 
auctions, the flea markets and of course the 
classifieds, patiently seeking out that gem 
that was eluding you. 


These days, if you have 5 minutes and are 
willing to pay, you can go on-line and find 
just about anything instantly on eBay. The 
thrill of the search is gone, but there's also 
the argument that you've just saved yourself 
hours of time and energy. 


The Winnipeg Free Press from Canada argues 
the merits of eBay and had an interesting 
article talking about how it has changed and 
may possibly kill of the arcade auctions we 
all know and love. 


From the article: 


“I've seen it change, even in the short time 
since my first Chicagoland show. That first 
year : the year with the mechanical ride-on 
animals : was magical. So many antiques. So 
much variety. Each time | go back now there 
are fewer trucks unloading and fewer bargains. 
Chicagoland is slowly dying. At best it’s devolv- 
ing into a lesser show of books, neon, and tin 
signs. Why? In a word, eBay. eBay makes it 
easier for collectors and restorers to find the 
parts they need. It also makes it easier for deal- 
ers to sell. Why pack up a truck and haul it to 
Illinois when you can stay at home and reach 
customers online?” 


Do you agree? Disagree? Please email me 
and let me know your thoughts. Check out 
the full article here: 
http://tinyurl.com/5zkrn3 


Gary Stern Interviewed 
In The New York Times 


There are some people in the gaming indus- 
try that | hope to meet someday, and Gary's 
right up there for me with Nolen Bushnell of 
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Atari. Gary is literally single-handedly keep- 
ing the pinball industry alive and is featured 
in this great piece that | came across in the 
New York Times recently. 


The article talks about the industry in gen- 
eral, some of the challenges and of course 
Gary's thoughts on it all. 


My favorite quote from the article came 
straight from Gary himself: 


"Some designers sit in private glass offices seat- 
ed across from their pinball machines. Some 
workers are required to spend 15 minutes a day 
in the “game room" playing the latest models 
or risk the wrath of Mr. Stern. "You work at 

a pinball company," he explained, grumpily, 
"you're going to play a lot of pinball.” (On a 
clipboard here, the professionals must jot their 
critiques, which, on a recent day, included "flip- 
per feels soft" and "stupid display.”)” 


Read the full article here: 
http://tinyurl.com/5o5t2f 


Game Room Design Idea 


Now for something completely different: 

an Asteroid lamp. Yep, Atari Asteroids. In- 
nermost Ltd., a design company, has just 
introduced a slick geek-oriented lamp that is 
sure to dazzle your Game Room guests with 
its plasticky angular beauty. 


They've created for your pleasure an As- 
teroid lamp that is approximately 1 foot in 
diameter, designed for table or floor use. 
Hmmm, is it really an Atari Asteroid, or just a 
funky lamp? I'll leave that debate for smarter 
folks than I. 


From the website: 


“An angular plastic encased light, the Asteroid 
is aunique floor, or table light, designed with 
24 facets : each with its own unique geometry. 
The lamp can be placed on several of the fac- 
ets, to display as an individual, unique piece, 
as you like." 


Pick yours up now for $175 (each rock): 
http://tinyurl.com/58p8gz 


Slot Machine Profits Down 


The slowing economy had claimed another 
victim in the gaming world, the simple slot 
machine. International Game Technology, 
one of the largest slot machine companies 
in the US, has announced that profits are 
down by half in the first quarter of 2008. 
The reality is that there will always be a core 
group supporting the slots no matter what 
the economy is doing, the problem is that 
the casual users are holding back on their 
gaming for now. 


From the article: 


"Profits were slashed in half as net income in 
the quarter fell to $68 million, or 22 cents per 
share, down from $128.2 million, or 38 cents 
per share, in the same quarter of the previous 
year. Back on Valentine's Day of this year, Jim 
Cramer, host of CNBC television show Mad 
Money and well-known stock handicapper, 
chose IGT as one of his 'stock picks of the day: 
Turns out to be a perfect example of why inves- 
tors should never rely solely on the advice of a 
broker when choosing stocks." 


Read all of the details right here: 
http://tinyurl.com/68c8p5 


Got a Hot News Tip? 


New coin-op, game room, and retrogaming 
product releases, industry announcements, 
coming events, updates on stories we're 
tracking—they're all fair game for inclusion 
in the pages of GameRoom News. If you've 
got something you feel is news-worthy, 
please send it in! 


Send news tips to: 
news@gameroommagazine.com 


Alltek Systems’ Ultimates 


Replacement Boards that go beyond the originals! 


BER 


(oie seecrsimor (¢ 


Ultimate MPU Board 


Over voltage protection circuit. 


Uitimate Lamp Driver Board 


+ — Only pinball replacement board to use the latest surface mount technology 


and also have through-hole spacing for standard parts. So if you want to repair + Auto-resettable fuse protection. 
the board yourself, you-can use old-style parts. * ei On-board Self-Test button. 
+All connectors labeled foreasy troubleshooting. += All Jate model Bally? and Stern? pinball machine proms preprogrammed in a Single Chip. That's over 
*— Plug and play replacement that you expect from the Alltek systems products. 90 games on one chip, the most games of any replacement board on the market. Just select the game 
Same mounting holes, - you want using a dipswitch. 
+ . Longer connector pins that make fora better connection. * > Only replacement board to work with -17, 33, 100, 133, and 200 series games. 
+ All important signals now have test points: + Only replacement board that includes Free Play software for all Bally machines. 
+ Lifetime warranty — see website for details No need for batteries: 100 year Non-volatile Data Retention. 
Designed by Engineers who are pinball experts. + Lifetime warranty — see website for details 


**— The best after-sales support and warranty in the business with over 40 years of experience. 
* An improved diagnostic program that enhances troubleshooting with our ULTIMATE TEST CARD. 


e Overa dozen other enhancements easily make the Ultimate MPU Board the favorite industry choice. 


The Ultimate Lamp Driver Board 


Included Bally? Games 


Included Stern? 


$ 99.95 Baby Pac-Man* Medusa cames 
Black Jack Mr. & Ms. Pac-Man Big Game 
H Black P: id Mysti 
The Ultimate MPU Board AR o Catacomb 
Centaur Nitro GroundShaker tS 
$1 99.95 Centaur Il Paragon BEE 
Cybernaut Playboy 
Nso y = Dolly Parton Power Play 请 区 并 
» a H Eight Ball Rapid Fire 
The Ultimate Solenoid Eight Ball Deluxe Rolling Stones pesi 
So = d Eight Ball Deluxe Ltd Silverball Mania A 
TI Driver Boar E Elektra Six Million Dollar Man Iron Maiden 
i er $ Embryon Skateball 3 
3 E] de E Lazer Lord 3 
273 > S 1 49.95 $ Evel Knievel Space Invaders = 1 
Eee CELO O TORDE Ei Fathom Speakeasy 2&4 Player Li 5 53 
a = g ightning 3 
mL 1 H Fathom (New) Spectrum Magi 3 
NE E Fireball Il Spy Hunter CAR m 3 
ja E Fireball Classic Star Trek a 
All boards can be purchased direct from Alltek Systems 1 Flash Gordon Strikes and Spares NN : 
1 Freedom Super Sonic E 
www.allteksystems.com i onta SOR Ls E 
| Future Spa Vector (New) $ 3 
Or send payment to | iki Pinball 
Gold Ball Viking D e a 
: Quicksil E 
Alltek Systems, 1300 Woody Ridge Ct, Chesapeake, VA 23322 | Grand Slam Voltan See E 
aram d 7 | Granny & the Gators* X's and O's Split Second d 
(Please add $9.95 for shipping. International orders must pay | Harlem GlobeTrotters Xenon P [ 
applicable postage via air) i REDE Non-Stern/Bally Stars 1 
; — i Kings of Steel cue Stingray j 
Also available from our distributors: i OE Sexy Girl Trident : 
n iy 1 A Big Ball Bowling* Viper 
The Pinball Resource (845) 473-7114 | Mata Hari Black Sheen Squiadion Wild Fyre 
Marco Specialties (803) 957-5500 i * not compatible with the Ultimate Solenoi 


TENENTE ENDO EE TENDRE 


id and Lamp Driver Boards 


How about a Nice Corving? 


(Featured in the February 2007 issue of GameRoom Magazine) 


Have Melissa carve your own 
custom sign, or choose from 
dozens of unique designs! 
GameRoom Readers save 20% 
with Go = code: 


(218) 206-2700 


Get Your Dream Machine 


AS SEEN ON: fp CHICAGO SUN-TIMES, 


2 
The New ork Eines NBC 
ms Ar Y 
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Sign of the Times 
The Unique Sign Art of Josh Goldstein 


As some of you already know, I grew up just a couple of blocks 
from Coney Island in Brooklyn NY. The bright lights and visual, 
aural assault of the sounds & sights that only exist in Coney always 
mesmerized me. 

I fondly remember walking on the boardwalk begging my father 
to buy me “just one more” cotton candy, or hot dog. The food 
vendors were numerous and their tantalizing signs hawking their 
greasy and fatty wares were too 
hard to resist. 

Face it, go to any carnival, can 
you look away from those bright 
and beautiful Funnel Cake signs? 
No?, I thought so. 

Recently, I had the pleasure of 
coming across an art gallery in 
NYC that was featuring a col- 
lection of Coney Island-inspired 
works. The pieces that stood out 
to me most were the ones cre- 
ated by artist Josh Goldstein. Josh 
has been creating unique mosaic 
artwork pieces using photography, 
wood, and a PC to create his in- 
teresting and one of a kind collage. 
‘They range from one small 5” x 5” 
square to literally wall-sized pieces 
of over 9’ long x 3’ high! 

Originally, he had featured Bo- 
dega sign art as his primary source 
of inspiration. For those of you unfamiliar with the Bodegas, 


which are so common here in NYC, they are basically very small 
candy and grocery stores that seem to be on literally every street 
corner. He’s photographed thousands of them to date and was 
soon drawn to Coney as the latest inspiration for his work. 

I reached out to Josh, and he was kind enough to let me visit him 
in his studio and ask him a few questions about his very beautiful 
and really unique art style. 
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MITCH GERSON: Tell us a bit about your- 
self. For example, do you have a formal 
background in the creative arts? 

JOSH GOLDSTEIN: I have degrees in 
architecture from Washington University in 
St. Louis and Pratt Institute in Brooklyn. On 
the nerd tip, I built a model of Manhattan out 
of folded paper when I was about 15—over 
3,000 buildings. They had an article about me 
in the local paper titled “Obsessed Teen En- 
folds New York.” I was also a big ping-pong 
enthusiast. You get the picture. 


I've read on your online bio that you de- 
cided to start photographing Bodegas 
in/around NYC. What inspired you to do 
that? 

I had always liked to photograph old signs. 

I think it started on a road trip through the 
southwest on Route 66—lots of old hotel 
signs, extravagant chop suey parlors, bread 
billboards, and 24-hour donut shops. In 

New York I photographed signs from kosher 
bakeries, Halal live chicken emporiums, Ja- 
maican meat patty joints, Chinese dumpling 
stalls—the usual NYC mix. But I really liked 


the classic bodega because they were ubiqui- 


tous and all fairly similar, but each one was 
unique—sort of like a snowflake, but with 


louder merengue music and more beer. 
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Did you know from the beginning 
that you would be photographing and 
mounting the images onto the wood 
panels? 

No, at first I was just taking lots of bodega 
pictures without a real plan. I sort of wanted 
to compile them into a poster of “The Bode- 
gas of Brooklyn’, sort of like you see for the 
pubs of Ireland. 


How did you decide on the sizes for 
your initial art squares? 

I have sort of lame answer for that one. I 
decided on 5°x5” so I could get 2 prints per 
8 1/2x11 sheet of paper. Then I moved up to 


TS 


8x8”, again so I could stay within the limits 


of my Epson printer. 


Describe the process for creating your 
squares. From the moment you take 
your photo, to the finished square. 

I take digital photos of a LOT old signs. I 
find an image I like—crop it to highlight a 
particular aspect of the sign. Print and glue 
to plywood. Apply several layers of acrylic 
coating. 


How did you come up with the mosaics 
that you eventually moved onto? 

I wanted to make larger pieces, but I was too 
cheap and tech-averse to get a real printer. 


So I stuck with printing everything out on 8 
1/2x11, but didn't want to just glue all the 
squares onto a flat piece of wood and have all 
these little joint lines all over the place. So I 
decided to make the joints a strength, and re- 
ally accentuate them by placing the squares at 
multiple levels. I like how the image changes 
as you view it from different angles. Also, I 
get to treat each square as its own individual 


piece, with its own feel. 


Describe the process for creating your 
mosaics? Also, what inspired you to cre- 
ate them? 


I find an image I like that I feel can be en- 
larged successfully. Size to dimensions of final 
y 30"x62" Saturate colors. Divide 


piece— sa 
image up into various squares and rectangles 
of various sizes and then print each piece 


individuall 


Then I glue each piece to a wood 


square of the same size, collage each square 
with photos I have taken of NYC street 
textures, take-out menus, ethnic newspapers, 
and apply acrylic coating over the image. 
Mount all squares to a wood frame and pray 
the whole thing comes together. 

As to the inspiration, a lot of it was just 
practicality—the limited printer; having a 
small workspace that forced me to work on 
small pieces one at a time and then assemble 
into a large work rather than working on a 
large piece from the beginning. Beyond that, 
the city's depth of textures, cultures, and 


visual cacophony constantly inspire me. 


In regard to your mosaics, how do you 
decide on how it will look and feel? 

I really don't. I mean, I decide generally how 
the overall image will look early on, but then 
I treat each square individually and have no 
idea how the whole thing will come together 
until I put the squares back together at the 


very end. 


What sort of equipment and materials 
do you use? 
Salvaged plywood, heavy y-duty photo paper 


and inks, various acrylics, Super 77 spray glue, 
newspapers, take-out menus, lotto tickets, 
bodega receipts. As far as equipment, I try 
to keep it to the minimum: my computer, 
printer, digital camera, and most importantly 


my bike to get me around town. 
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How many bodegas have you captured 
to date? When did you decide to move 
onto Coney Island Imagery? 

I think it must be over 3,000, but whos 


counting? At this point it is kind of hard for 
me to find bodegas I haven't already shot. So 


I've been shooting Coney Island signs and 


Chinese take-out signs for the past year. 


| had suggested that you might want to 
consider doing a piece based on arcade 
or pinball imagery for our readers. Have 
you considered branching out? 

I would love to do a piece like that, but it 


would probably have to be a commission. I 
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don't think I'd have the inspiration on my 
own. But if someone approached me with a 


vision, I think it could be cool. 


Have you considered doing any mixed 
mediums such as adding neon to your 
works? (Especially the Coney pieces). 
I've always wanted to put some flashing bulbs 
on my bodega pieces, but so far it hasn't 
happened. I think the same thing could work 


well with my Coney pieces. 


How do you know when a piece is 
complete? 


When there is no more open space to collage. 
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What's your favorite piece to date? 
Coney Island Swirl—it’s my most abstract 
piece. It has a hamburger, hot dog, fried 
chicken, and soft ice cream arranged in a four- 
square sort of swirl—a true Coney Island 


meal. 


How can we see your works or pur- 
chase/commission them? 

The best and easiest way to get an idea of my 
work is to go to my website—www.bodeg- 
aNYC.com. If you're in the New York area 
you can also go to Xpo Gallery in Brooklyn 
to see my 3-dimensional work. If you want to 


talk about commissioning piece email me at 
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josh@bodegaNYC.com. 


The possibilities for 
other styles of signs are 
potentially limitless... so 
what's next for you? 

I think I want to create a 
giant chopstick wrapper 


mosaic. 


Xpo Gallery 

63 Pearl Street 
Brooklyn (Dumbo) 
718.797.2557 
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Ground-up Restorations « Pinball Machines 
Arcade Games - Game Room Collectibles 
19641 Ventura Blvd., Tarzana'CA 91356 

Phone (818) 761-2255 Fax (775) 367-2859 

By Appointment Only 
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Sore “Ton! 


Jackpot! 
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by Jimmy Rosen r z 


E 


since our kid Is have been 
in ‘school, 1 e take a trip tox ^" 
Florida or somewhere warm“ 
for Spring. Break. This year, | 
“my wife and I decided to do 
something different—head - 
west. We had some free i £g 
' plane tickets we had to use 
ang Have a cousin who i isa. ski 
instructor at Northstar Resort 
An Truckee, CA- near Lake AE 
Tahoe—and he invited us 
“come out to hit the slope 
^ (We also took’: side trip to} 
FA ~ San 1 Francisco, but tt at will b e 
E: written in about next month. 


can om! Murie ‘2008 


Iz seems like ey ery years, 


s. 


My wife is a pretty good skier and has 
always wanted to see what it is like to ski out 
west. My kids had never tried it but were 
eager since my cousin offered to teach them. 
And me—well, I had no interest. I tried it 
once in the Poconos years ago when my wife 
and I were first married. Without any lessons 
(I was young, it looked easy), we ventured up 
the mountain and I fell as soon as I got off 
the ski lift. Not a good sign, I thought. As 
hard as I tried, I was never able to stand again 
on the mountain for more than few seconds. 
It was a miserable first experience, especially 
since my wife passed me numerous times, 
laughing all the way. Eventually I threw 
my skis down the mountain in disgust and 
walked down cursing all the way. I have not 
skied since. 

When we made plans to go to Truckee, I 
was told we'd have to fly in to Reno, NV— 
the closest major airport. Dubbed “The 
Biggest, Little City in the World,” Reno was 
only 30 miles away, so I thought I could drop 
the family off to ski and then explore Reno 
and some of the other northwestern Nevada 
towns that were close by. I figured the area 
would be ripe with gambling history, slot 
machines and old saloons. I also knew the 
famous Mustang Ranch was nearby, but my 
wife didn’t believe me when I said I was go- 
ing there to look for automotive accessories. 
(I didn't go this trip, but I did learn they had 
a museum there. One could only guess what 
was on display!) 

After dropping the family off at North- 
star one morning, I waved goodbye and 
said I'd be back that evening. Since it was 
right around the corner, I decided to have 
breakfast at the Truckee Diner. I love old 
diners. (I could probably write an article just 
on my diner experiences... hmm...) Interest- 
ingly, this diner had been moved from West 
Chester, PA—not all that far from where I 
live— all the way out here. What a journey! 
After a quick meal with friendly service, I 
was ready to go. 


” TRUCKEE | 
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Stop 1: 

Reno, NV 

I had opted for a GPS unit with my rental 
car, which proved to be a tremendous help 


on this vacation. I decided to head back to 
Reno first as I was given information about 
a large operator there, Tip Top Amusement 
(242 Winter Street, 775-348-6566 ). 

I was hoping to get a peck inside their 
showroom. I got to Tip Top by mid morning 
but found their home sales office was closed. 
Too bad. (Author's note: Greg Minter of Tip 
"Top sent me a photo of their showroom after 
I returned home . He apologized that we 
didn't get together but he was out of town 
when I was there. I'll definitely go back when 
I'm in town again.) 

I had written down the names of some 
antique malls in Reno, so I decided to check 
them out. Most were on Virginia Street, a 
very "colorful" avenue through town. The 
famous Liberty Belle Saloon had been on 
this street but it closed last year. (The Liberty 


Belle will be mentioned several more times 
throughout the article, as I kept running into 
items related to it.) 
My first stop was Virginia St An- 
tique Mall (1251 S. Virginia Street, 
775-324-4141). I was impressed with the 
size of the facility and the quality of the 


merchandise. I found a number of slot 
machines inside and some other gambling 
memorabilia. I had to restrain myself from 


buying as I could not take large items on the 
plane. My next stop was across the parking 
lot to Somewhere in Time Art Antiques 
and Collectibles (1313 S. Virginia Street, 
775-323-1515). It was a smaller mall but had 
nice merchandise too... and a very friendly 
staff. They had a few slot machines for sale, 
looked like from the 60's or 70’s. I bought 
some Liberty Belle Saloon paper items and 
a couple old casino chips. I mentioned to 

the ladies at the counter about my interest 

in slot machines and they told me about 
Ace Distributing (1680 Pittman Ave, 
775-359-0695) in Sparks, NV. They said 
the owner had a big building with lots of slot 
machines inside. That sounded intriguing. 


Stop 2: 

Sparks, NV 

After giving me the address and phone 
number for Ace, I was on my way. Sparks 

and Reno are side by side so it was only a few 
miles away. I had no idea what to expect. I 
entered a small industrial park and found the 
address. The nondescript building gave no 
clue what was inside. I walked through the 
front door where I was greeted by owner Phil 
Anderson. I told him who I was and where 

I had heard about his place. I was the only 
one there so it was nice to have Phil’s full 
attention. We chatted briefly and he began 
showing me around, Most everything was for 
sale. Fortunately I had my camera with me 


The Virginia St. An 


so I started taking pictures. His office near 
the main entrance contained some classic 
machines, several were from local defunct 
casinos. I liked those. We proceeded down 
the main hallway. It was wall to wall slots and 
many had been nicely restored. Phil ex- 
plained that he had been an operator of slot 
machines for years but now he sells mostly 
to the home game room buyer. One mid- 
70's Bally machine looked interesting. It was 
called Big Shot. Phil told me he he'd been 

an engineer for Bally at that time and he had 
actually helped design and engineer that ma- 
chine. I thought that was pretty cool. He had 
a few older Bingo and One Ball machines 

in the room along with a Mills pre-war pin 
anda counter top Exhibit Supply crane. I 
thought we were about done, which would 
have been fine, but we were just scratching 

he surface. 


He led me into the warehouse. It was 
imly lit but I could see the shadows of dusty 
slot machines throughout. There were hun- 


dreds of machines in there in varying condi- 
tions. Racks and racks of them. From floor 

to ceiling. What a great sight! I kidded Phil 
and said this must be your 401K. Phil turned 
on a couple lights so I could see a little better 
and maybe take a few pictures.. He pointed 
out an old Jennings Sportsman payout pin 
that had been restored and a Rock-ola ,a 
rare payout pin that came from the Liberty 
Belle Saloon. Ace Distributing turned out to 


Bally Big'sh 


be a nice surprise. I recommend giving Phil 

a call if you are in the market for some older 
slots. When I told Phil where I was heading 
next (Virginia City), he said check out the 
“Suicide Table” at the Delta Saloon. Sounded 
interesting. 


Stop 3: 

Virginia City, NV 

I was really excited about my next stop. I had 
read a little about Virginia City online and it 
sounded like an authentic old western town. 
I saw images of old store fronts, historic 
saloons, and wooden sidewalks. The real deal. 
Mileage-wise it wasn’t too far. I plugged in 
the coordinates in my GPS and I was on my 
way. As I headed out of the Sparks/Reno 
area, which is basically a large valley, the view 
was beautiful. I could see brown mountains 
in all directions. Some were snow-capped, 
which was really quite a sight at this time of 
year. I realized the road to Virginia City was 
going to wind through some of these moun- 
tains, And at times, there was no guardrail. I 
quickly discovered that I'm not a real fan of 
this type of driving. As I got higher and high- 
er up, I knew the view back toward Reno was 
amazing... but I just couldn't look. I felt a pit 
in my stomach and my hands were squeezing 
the steering wheel. I just wanted to get to my 
next destination. I thought I was going the 
speed limit but when I glanced in my rear 
view mirror a few times, I saw a sizeable line 


" Top three photos: 
Ace Distributing in Sparks 


of cars behind me and I could tell there were 
some impatient drivers. Fortunately there 


were a couple *pull-o along the way which 
I used and let the traffic go by me. 

I knew I was almost to Virginia City when 
I noticed some signs for the Suicide Table 
at the Delta Saloon (18 South C Street, 
775-847-0789). At last I rolled into town, 


it was exactly how I pictured it. Basically one 


main street. It looked like a movie set, but it 
was real. I parked on the street and started 
walking. I went into a couple antique shops, 
a neat old candy store and then found myself 
in the Delta Saloon. There were several slot 
machines inside and some people playing, 
but not overly crowded. I went over to the 
bar area which consisted of a long, dark 
wood front and back bar. Old and beautiful. 
I saddled up to the bar, asked the bartender 
lady for a Sarsaparilla and asked her if she'd 
take my picture. She was happy to. I felt like 
the quintessential tourist. 

After downing my drink, she told me 
to check out the Suicide Table toward the 
back of the place. She explained that it isa 
Pharo table reputed to have been the cause 
of at least three deaths. I strolled back there, 
found it, read the history of it and took a few 
pictures. There were also some repro arcade 
items back there too like a Love Tester, 
Fortune Teller and some Mutoscope-type 


machine: 
By accident I stumbled upon the Nevada 
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Gambling Museum (inside 
Palace Emporium Mall, #20 
South C Street, ). Admission 
was $1.50. I was the only one 
there. Honestly, I didn’t expect 
much. But I was wrong. What 
a terrific collection of ma- 
chines and they were beauti- 
fully displayed. Many rare ones 
too. I took several pictures. 
One that caught my eye was 
a Bally Totem Pole. Only 75 
were made. Produced in the 
70’s, it was basically 4 units 
stacked on top of each other. 
Customer inserted four coins, 
pulled one handle and all the 
mechanisms spun at the same 
time. As I read more about it, I. | 
realized the designer was none 
other than Phil Anderson, who 
I had just met back in Sparks. 
Small world. I'm going to call 
Phil to see if he is knows of any 
for sale as I want one. 

It was starting to get late and 
I wanted to get to Carson City 
before SPM. I strolled around 
Virginia City a little while 5 
longer. I couldn't resist stopping? 
in the Bucket of Blood Saloon. 
It wasn't as morbid as it sounds. 
"Ihe Bucket of Blood, housed 
in a building that has been a sa- 
loon since 1876, boasts original 
Tiffany chandeliers and a special picture win- 
dow with a hundred-mile view. I looked out 
the window for awhile as I enjoyed another 
Sarsaparilla. I then played the slots for a few 
minutes, and left. I really had to leave town if 
I was going to make Carson City. I started to 


jog but another store front looked interest 
ing. I went into Virginia City Gallery (81 
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North C St, 775-847-4430). They had a 
big electronic shooting range inside, similar 
to what you see at some of the boardwalk 
arcades back east. I paid a couple bucks and 
took several shots at some of the fun targets. 
Now I was really pushed for time. I left 
town and headed to Carson City. Fortu- 


nately the route out of Virginia C 


nearly as treacherous as on the way in. That 
was a relief. The distance to Carson City was 
ess than 20 miles, but because it was already 
5PM, I knew the main attraction I wanted to 
visit (Fey slot machine collection at the Ne- 
vada State Museum) was going to close soon. 
o sense in rushing. I figured I'd drive into 
Carson City, figure out where everything 
was, and come back the next day. My cousin 
had told me there was a shorter way there 
from Truckee without going back through 
Reno. And that’s what I did. 


E 


Stop 4: 
Lake Tahoe North Shore 
I got an early start the next morning. I 
made sure I wasn’t going to miss anything 
in Carson City. The back road from Truc- 
kee to Carson City had me travel along the 
north shore of Lake Tahoe. It was a winding, 
mountainous road again but I was feeling 
better about it. I was actually able to main- 
tain the speed limit and admire the scenery 
periodically. I rounded one curve and there it 
was— bright, blue Lake Tahoe, with miles of 
visible shoreline and snow-capped mountains 
in the background. It was breathtaking. I 
parked the car at alittle rest station along the 
roadside and walked down toward the water. 
I took a few photos, marveled at the view 
and enjoyed the silence. Wow. 
I jumped back in the car and traveled a 
short distance to my next scheduled stop— 
the Cal Neva Lodge and Casino (2 Stateli- 
ne Road, Crystal Bay, NV 800-233-5551). 
My cousin told me to stop there be- 
cause he knew I like places with interesting 
histories. “The original Cal Neva Lodge 
was built in 1926 by wealthy San Francisco 
businessman, Robert P. Sherman, who used 
the Lodge as a guesthouse for his friends 
and real estate clients. The Cal Neva Resort 
quickly became the playground for celebrities 
and socialites who wanted to escape from 


the public eye. At one time it was owned by 
Frank Sinatra for few years.” (Excerpt from 
) 

I toured the lodge briefly and at one 
point found myself in a large empty room 
with great knotty pine paneling and a large 
fireplace. The room had a gold and silver 


line painted all the way through it, along the 


floor and up the walls. It was a real border- 
line... one side of the room was California, 
the other was Nevada. I had never been in 

a building that was literally in two states 

at once. I straddled the line briefly and an- 
nounced out loud (to no one in particular) 
that half of me was in CA and the other half 
in Nevada. A bit juvenile, I suppose, but it 
was fun. Next I found a game room near 

the casino floor. It had several newer video 
machines, a couple redemption pieces and. 
two nice looking pins inside... Addams Fam- 
ily and No Fear. I played a couple games and 
said farewell to the Cal Neva. It was getting 
close to lunch time and I wanted to go to 

a fun looking restaurant I had seen the day 
before in Carson City. 


Stop 5: 
Carson City, NV 
I finally arrived in Carson City right about 
lunch time. I was anxious to try a neat look- 
ing restaurant I had passed before called 
Red's Old 395 Grill (1055 S Carson Street, 
775-887-0395). I walked in and I knew 
right away I was going to enjoy it, at least the 
décor—it was loaded with great memorabilia 
inside, from floor to ceiling. And the food 
was terrific. I had a bowl of homemade “Kick 
Ass” chili and a full rack of ribs. I'd definitely 
go back! 

Now I was ready for the main reason 
I came to Carson City—to see the Fey 
Slot Machine Collection at the Ne- 
vada State Museum (600 N Carson St, 
775-687-4810). While I don't have too 
many slots in my personal collection, I find 


the history and evolution of them fascinat- 
ing. Charles Fey is credited with inventing 
the 3 reel slot machine, called the Liberty 
Bell, in 1899. Only 6 or 7 are known to exist. 
I have owned the popular “Slot Machines” 
book that his grandson Marshall Fey had 

put out years ago which pictures many great 
machines. Marshall and his brother Frank 
opened a restaurant in Reno on Virginia 
Street called the Liberty Belle Saloon. They 
operated it for many years, until it sadly 
closed last year. It housed their family's ex- 
tensive collection of slot machines, including 
many rare Fey machines. The contents of the 
Liberty Belle Saloon were auctioned off to 
the public, but by special arrangement, the 
state of Nevada was able to purchase several 
machines privately, including the famed 
Liberty Bell. 

The Nevada State Museum was only a few 
blocks from the restaurant. I found a parking 
spot next to the building and went in. I was 
greeted by some very friendly people who 
sensed my enthusiasm and told me where to 
go to see the slot machines. I was about to see 
several rare machines that I had only seen in 
books. 

"The display was in a dimly lit room, with 
all machines in thick Plexiglas cases. I was the 
only one there. What a sight! I did a quick 
overview, then started back to each machine. 
I took many pictures, but I spent the most 


time staring at the beautifully preserved 
Liberty Bell. It was quite an experience to be 
next to it. 

In Marshall Fey's Slot Machines book, 
he writes “Completed in 1899, Charles Feys 
Liberty Bell was the forerunner of more than 
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Z million bell slot machines which would be Top to bottom: Thè Marshall Fey SlosExhibit, The original Liberty Bell Slot, 
manufactured over the next half century. The Coin Press No. 1, and some items from the Liberty Belle Saloon and Restaurant 
a < > 


very name ‘bell became the generic term for 
virtually all three-reel slot machines.” 
Whether you are a fan of gambling or not, 
who knows how the casinos of the world 
would look if this mechanical marvel had not 
been developed. Nevada owes a lot to this 
ittle invention and so it is appropriate that it 
owns this collection. 
I stayed for about 30 minutes and de- 
cided to visit the gift shop. It was here that 
learned that the building I was in was the 
actual old Carson City mint—the ladies in 
the gift shop told me that there was an- 
other display of the history of coin making. 
Furthermore, today was the last Friday of the 
month, which meant that they are operat- 


ing the original Coin Press No. 1 to produce 
some commemorative medallions. How 


ucky was that? I was led to the press area by 
one of the nice ladies. There Ken and Karen 
Sue Hopple, longtime volunteers at the mu- 


seum, were in the middle of producing some 
silver coins and discussing the process. Coin 
Press No. 1 arrived in Carson City in 1869... 


and is still in use! 


As I watched the production, I was think- 
ing to myself how appropriate it would be if 
the museum produced a coin in honor of the 
Fey Collection. Well, it turns out that the 
museum and I had been thinking alike—they 
had already made arrangements to do that. 
They were going to use the Liberty Bell slot 
machine image on one side and the image of 
Coin Press No. 1 on the other side. As this 
article goes to press, I just received my two 
Fey Liberty Bell medallions. (I'm awaiting 
some paperwork to go along with them from 
the museum that will be signed by Marshall 
Fey.) 

Made of .999 fine silver, they were pro- 
duced on April 25 and I received the 2™ and 


3" ones off the press. Thanks to a very help- 


ful gentleman at the museum, Bob Nylen, 


A i : T CONTE " REST TR 
who took care of the transaction. Bob is the OON 


Curator of History for the Nevada State Mu- 
seum and was instrumental in arranging for 


SILVER 
JUBILEE lerra 


the purchase of the Fey Collection. If you are 
a slot collector, I highly recommend getting 
e beautiful limited edition medal- 


one of the: 


lions. They are only $40 plus $5 shipping and 
handling. For more information and to place 
an order, call the Nevada State Museum 
775-687-4810, ext. 239 or 245 


I have more to write but I better stop here. [^ 
Look for the conclusion of our vacation in i 
the next issue. I visit some other great collec- LIBERTY BELLE 


tions in the San Francisco area and one more ‘etna Due Cop. Reo 


back in Reno. 
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M? video game obsession clearly started 
with the Atari 2600. At the time 

my sister and I thought it was the greatest 
Christmas present ever! When your fam- 

ily got the Atari 2600, your friends always 
wanted to come over and play. We would 
play for hours on end (Breakout, Space 
Invaders, Asteroids, Night Driver, etc.) I can 
remember my mom yelling from the top of 
the stairs “Turn that TV down!” 

We would play till 2-3AM sometimes—it 
started me on the path where there would be 
no turning back. One game literally changed 
my life, and that game was Pac-Man. Asa 12 
yr. old child I simply could not get enough 
of this game—whenever my mom would 
take us to the mall we would go right to the 
arcade and play this. Soon I watched other 


older players succeed at the game and I 
started to learn the patterns. Soon I was one 
of the people that other game players would 


stand behind and watch. While other players 


put their quarters up to play, they soon real- 
ized they would have a long wait! 

My obsession got so bad when my parents 
took us on vacation, it became mandatory 
that we stay in a motel with a Pac-Man 
machine. I could care less about a pool or 
hottub—I needed that machine! No one 
among my friends could come close to 
beating me. Then came Ms. Pac-Man, Super 
Pac-Man, Baby Pac-Man.. 
friends and I were always in the arcades from 
981-1985. Sure there we 
classic arcade games I played but it always 


I was hooked. My 


countless other 


came back to Pac-Man for me. As the arcades 
disappeared in the late 80' s my quest to 


play this game never did.Ia ways thought 


someday if I would have a house of my own it 


would be so cool to have a Pac-Man machine 
in my home. 


Fast forward through my big haired days 
in a rock band, through my days as a rock 
club DJ, and many ex-girlfriends to the year 
2000. I now own my own home, which I 
have turned into a rock and roll museum: 
with over 5000 CDs, posters that cover every 


inch of every room, rock and roll memora- 
bilia, and a hot-tub. Pretty much the greatest 
bachelor pad in the world. Yet, for it to be 
complete I needed one more thing: a Pac- 
Man machine. I had no idea how I would 
even acquire one! 

I finally found a place on-line called Blast 
from the Past Amusements, which specializes 
in totally restoring old vintage arcade games. 
I came in contact with the owner Stephan 
Beall. Now, I'll admit I had no idea it would 
cost so much, yet I really wanted this and 
I placed an order for one. I cannot tell you 


28 GameRoom | June, 2008 


how it felt to see it for the first time in my 
basement. I actually had my own machine, 
on credit, in my basement! A dream come 
true. I played it every day for months. 

The very next year I figured: well, if I had 
Pac-Man, I should really have Ms. Pac-Man 
as well! Again I received a totally restored 


s beautiful. Little did I 


machine, and it we 


«now this would be the start of something 


restored game a year from Blast from the 


Past. 


What really changed everything for me 
was going to arcade auctions. In 2001 I at- 
tended my first auction and won a pinball 
machine that I always loved to play. In early 
2002 at the next auction I won 3 games. 
Suddenly my basement was filling up with 
games. Rooms I used for a guest bedroom 
and a work area were now devoted to games. 
I continued to buy games at a record pace 
at the auctions—my credit card had smoke 
coming off it! 

In 2002 alone I bought 11 games, and 
suddenly I had the makings of a little arcade 
in my basement. Now I began to realize the 
dark side of vintage arcade games: they are 


old and prone to break down (hey, are called 


“clas 


for a reason!) 


big... very big! I continued to order one fully 


It was then that I met Robin Piparo of 
Piparos Amusements. Anything I needed 
fixed, he could fix it. I began to see repairs 
and parts are expensive, but you have to 
keep the machines going. We also put all my 
games on credits using credit buttons. 
Suddenly my house was “party central”. Ev- 
erybody loved coming over and playing these 
games. It also brought out the competitive 
fires of my friends. At times it sounded like 
a bunch of drunken sailors down there with 
all the swearing! Soon a high score board was 
put up and everyone wanted a part of that. 
To have a high score at my place was like hav- 
ing your name in a “ring of honor,” Yet zo one 
could touch my Pac-Man scores! 


In 2003 I discovered eBay, and I started 


buying games on there as well. In 2003 alone 
I bought 11 more games. Now I had simply 
run out of room in my basement and now I 
even had games in my kitchen! It was begin- 
ning to get real crowded in my own home--in 
a matter of four years I had accumulated 

24 games, including five pinball machines. 
Something had to give! Good thing I didn’t 
have a wife who liked to cook because she 
would' ve had to share the large kitchen with 
four pinball machines! 


In 2004 I decided to put an addition on 


my home dedicated just to games. In order 
to accomplish that, I would have to take 
down my pool and deck. So I had a decision 
to make: what's more important, having a 
pool or games? No contest—games by far! 
So down came the swimming pool and plans 
were drawn up for a nice sized 21x32’ addi- 
tion. Being in construction my friends and I 
did a lot of the work ourselves and saved a lot 
of money by knowing people in every trade 
we needed. Starting in October of ' 04, we 
had it all finished by New Years Eve. 

In the meantime I had stockpiled 10 more 
games, including two more pinball machines, 
which were now taking up valuable space in 
my garage. The addition featured an extra 
large 42-inch door to make it easier to get 
games through. (I would strongly suggest this 
to anyone thinking of putting on an addition 


ide door that we used 


for a game room!) My 
to try and get games through was so banged 
up and scratched up it had to be replaced. 
2 beautiful french doors swung open from 
my kitchen into the new addition. It also 
included a new gas fireplace and Rowe 100 
CD jukebox for music. 

I can still remember the night we moved 
games in there—just to have all those games 


out of my kitchen and garage was great! 
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Getting games up the basement stairs to the 
filled 


every inch of wall space with rock posters 


new addition was horrific though. 


and I then had one wall lined with pinballs. I 
had games lining every wall and games in the 
middle as well. It was beautiful and every- 
thing that I had ever dreamed of. 
I figured I had so much room in here 
that I would never have to build another 
addition—boy was I wrong! I simply could 
not stop buying games. Now I decided I 


wanted all the classics I used to play as a kid, 


plus more of my favorite pinball machines. 


was able to acquire the whole Pac family. 


That includes Pac-Man, Ms. Pac-Man, Super 
Pac-Man, Baby Pac-Man, and Pac-Man Plus. 


À group like that is the holy grail for collec- 
tors. I also decided if I had a game that had a 
sequel I had to have that too. I£ I had Space 

nvaders, I needed Space Invaders Deluxe. If 


had Asteroids 


needed Asteroids Deluxe. 


Centipede? Millipede. See the pattern here? 


was able to get all 3 Arkanoid games. I was 
able to get Super Breakout and a rare round 
cocktail Breakout game. I zever would buy a 


game not in its original cabinet. 


I began to collect all che SEGA racing 
games (Turbo, Outrun, Powerdrift, Turbo/ 
Outrun, Rad Mobile, Monaco GP, Super 


Monaco GP) When I bought games from the 
arcade auctions some needed a little TLC— 
it’s amazing what a little paint can do for 
these games. Replacing burnt and frayed 
overlays also really helps the game look brand 
new. (Paint stripper works the best in getting 
overlays off.) 

In 2005 I acquired 9 more games—my 
total now stood at 36 arcade games and 7 
classic pinball machines. At this point I had 
decided I wanted to collect all the vintage 
pinball machines that I used to play as a kid. 

I had a good start (Gorgar, Xenon, Space 
Invaders, High Speed, and Comet). In 2006 I 
added 12 more games and four more pinball 

machines. At this point my "new" addition 
was completely full and very crowded—how 
could this happen? I thought this would last 
for years and years! 

Here’s a tip for anyone building a game 


room addition: If you think you ar 


building 
big enough, build bigger! I made the mistake 
of not putting a basement in when I could 
have had double the space! At this point I 
needed it—I was starting to blow the breaker 
in the new game room because there were so 
many games plugged in there. Running the 
A/C with all those games on? Forget it—I 


simply did not have enough power, as my 


house was still on 100 amps. Something had 
to be done. 

In early 2007 I had thoughts about putting 
on yet another addition. It would be right 
next to the first addition so that they could 
share a common wall. This time I would put 
in a basement, but if I did that I would have 
to seriously up the power in my home. When 
I first told the electrician he laughed at me— 
it would be a lot of work to re-wire the home 
for 320 amps that could handle all my games 
and air conditioning. Plus wiring in almost 
30 outlets, and I knew it would be expensive. 


Putting aside vacation plans and a new car 


decided to put up a new addition in 20 
This would be 19x27 and add on 514 sq. 
feet to my home. It also would feature a full 
basement, another gas fireplace, and another 
Rowe 100 CD jukebox. Digging began in 
May of last year. Over 25 truckloads of dirt 
came out of that hole! Work continued 
through the summer. The size of my new fuse 
box was as big as an industrial building— 
now I never would have to worry about 


blowing breakers because we upped the 


bower to 320 amps. It could handle all the 
games and air conditioning if need be. 
Now that I knew I'd have more space my 


game-buying was out of control. I was able 


to get some great deals on vintage games on 
eBay. I also found some great bargains at 
the auctions. I also found some great games 
locally that really enhanced my collection— 
in 2007 alone I purchased 35 (that's right: 
35!) games and two more pinball machines. 
Once again my kitchen and garage were full 
of games. 

I often wondered what my neighbors 
thought when I had a full-sized semi unload- 
ing games every other week? Or me coming 
home with games on the back of my truck 
all the time? Yeah, I went a little crazy, but I 
knew I had all this new space coming! The 
addition was finished by late summer and my 
friends and I had a *moving" party where we 
moved all the games into the new addition 
and the new basement. Again, every square 


inch of wall space was covered by rock post- 


ers, so it makes the game room almost ikea 


rock ‘n roll funhouse! 

So here we are in 2008, and I have made a 
concerted effort to slow down on my game 
purchases. Although the first floor of the 
new addition is full I still have plenty of 
room in the new basement. My list is down 


to just 7 classic games and 7 pinball ma- 


chines. What will happen when I get them 


all? I don' t know, time will tell. I do know 


that eventually I will run out of room again. 
"Then what? The only way would be up and I 
simply cannot see me adding a second story 
to my house, yet I know in life anything can 
happen! 

I still enjoy the thrill of the chase in find- 
ing the games I want. I still enjoy bidding 
on arcade games in the last seconds on e-bay 
and seeing if I win. I still enjoy going to the 
auctions and trying to find a game I've been 
looking for. Yes, I've come a long way since I 
played Pac-Man on Atari 2600. I dreamed of 
someday having my own arcade game. Never 
in my wildest dreams did I think I would 
have 90 games on my way to 100. You only 
live once, if you want something bad enough 


go for it, you just might get it! 


Want to see your game room 
published in GameRoom Magazine? 


Want a free GameRoom T-Shirt! 


Submit your photos and game room 
story today! 


info@gameroommagazine.com 
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INIChIDUITS 
NMEIHORABUSSAN COLTO. 


n the golden age of video arcades, human 
females (“women’, to you and me) were 
rarely represented as video game characters. 
You see, the vast bulk of the games released 
in the late 70s and early 80s were locked 
into the 


ience fiction genre (Asteroids, 
Battlezone, Phoenix, etc.) in which human 
characters of either gender weren't necessary 
or realized. Even though some “cute” games 


debuted later on that were gender-neutral, 


such as Frogger and Q*Bert, and there were a 
few attempts to create games based around 
female lead characters, (Ladybug, Kangaroo, 
and the “first lady of the arcades”, Ms. Pac- 
Man) none of these games featured actual 
women. 

I suspect this phenomenon had as much 
to do with the male-centric mindset of the 
video arcade industry, (women don’t play 
video games, so why release games with wom- 
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en as characters?), as it did the limitations 
of arcade game hardware. The computing 
power available to programmers didn’t allow 


cal definition and 


for great amounts of phy 


detail in character graphics, which is essential 
in properly conveying the female form. 

By the mid-80s, graphics were improv- 
ing rapidly, and women were beginning to 
show up more often as video game charac- 
ters. We've seen the laserdisc ladies Princess 


Daphne and Kimberly, in Dragons Lair and 


Space Ace, respectively, and other female 
adventurers like Thyra the Valkyrie in Atari's 
Gauntlet and several women in Exidy’s shoot- 
ing game series (Crossbow, Cheyenne, etc.) 
But one woman in particular went com- 
pletely unnoticed. She charged onto the 
scene with sword held high, defending her 
land and her people from destruction, yet 


she was ill prepared to deal with the real chal- 


lenge, coaxing quarters from players’ pockets. 
Although her game was fun, challenging, 
and a visual delight, she quickly disappeared 
into obscurity. It is she, the noble and strong 
Amazonian warrior, and her game, Soldier 
Girl Amazon, which captures the spotlight as 
this issue’s Lost Arcade Classic. (Periodically 
through this article, youll read quotes taken 


fiom the original sales flyer. Any poor grammar 


or spelling is completely y original. Hey, I m, just 
“keeping it real”!) 


Created in Japan by Nihon Bussan Co. 


Ltd, and released in the states by their 
American division, Nichibutsu U.S.A. Corp. 
in 1986, Soldier Girl Amazon is a vertically- 
scrolling combat and adventure game starring 
the aforementioned Amazonian warrior. The 
player is provided with a joystick that con- 
trols the heroine’s aim and movement, in ad- 


dition to two fire buttons; the first activates 


“standard” weapon, and the second launches 


a bomb, which has the potential to destroy 


multiple enemies at once. These bombs are in 


limited supply, so use them wisely. 


I see this statement as being interpreted in 
two ways: (1) the Amazon has to recapture 
men whose job it is to protect her fellow 
Amazonians from being defeated by some 


other force (which seems counter-intuitive 


to the entire mythology of the Amazonian 
race), or (2) that it’s well, um, basically... a 
rescue mission culminating in some race- 


propagating “bow-chicka-wow-wow” ! 


“You will journey and must conquer eight 
forbidden territories of death infested by 
hungry cannibals and defended by armies 
of bizarre creatures, each lead by a giant 
hideous monster whom you must defeat to 
continue your quest.” 


As the Amazon begins her quest, enemy 
soldiers immediately confront her, outfitted 
in what appear to be pink and blue leotards. 
Despite this questionable fashion choice, the 
threat they present is very real, as they attack 
in groups of three or four, and have excellent 
aim. They advance by somersaulting through 
the air, and crawling on the ground. 

Shortly after the deadly “gymnast” soldiers 
attack, crazed men leap and hop toward you, 
tossing bananas as they advance, and wearing 
gimp masks. (remember that scene in “Pulp 
Fiction”? Yeah, just like that). Their attack is 
less organized than that of the gymnasts, but 
their spastic movements makes them more 
challenging to gun down. 

Now, if either of these enemy groups are 
meant to represent cannibals, I just don’t see 
it. To me, they are simply enemy fighters, al- 
beit enemy fighters driven insane by wearing 
feminine aerobics outfits and leather hoods. 

After disposing of these first few enemies, 
the Amazon begins to encounter some truly 
strange creatures. Here’s a brief rundown of 
some of the highlights: (1) Hermit crab / 
octopus hybrid monsters. (2) Giant bipedal 
eyeballs. (3) Landlocked mouths that shoot 
fireballs. (4) Overgrown bees that attack in 
formations of six. And my personal favorites, 
upright rolling wheels that also attack in 
groups of six. It’s not clear if they are weird 
creatures themselves, or vehicles being driven 
by weird creatures. Either way, they’re deadly. 

Initially, the Amazon is able to take two 
hits from an enemy before being defeated. 
She glows to indicate that she is at full 
strength, then after being hit once, she ceases 
glowing, and she is fully vulnerable to enemy 
shots or collisions. Reserve Amazons enter 
the game at full glowing strength. 

Additionally, after the first hit from an 
enemy, her “standard” weapon gets down- 
graded. For instance, you begin with the 
ability to fire three blasts that fan out in front 
of you. After being hit once by an enemy, you 
can only fire one single blast in the direction 
you are aiming. 

Power ups are hidden in chests that must 
be blasted apart with multiple shots. These 
power ups enable you to regain your triple 
shots and your glowing strength, and they 
can also freeze the enemies for a few precious 
seconds. 


But be careful! Spiders sometimes appear 
instead of a power up, and they are nasty 
buggers. It would be bad enough if they 
were simply indestructible (which they are), 
but they also shoot webs, which slow you 
down to about half speed if you get tangled 
up in one. The good news is that the webs 
disappear after a few seconds, allowing you 
to resume your normal speed and maneuver- 
ability. 

As the Amazon battles her way across the 
landscape, she will encounter deadly ponds. 
It’s important to steer her clear of the water, 
as contact with the pool results in instant 
death, even if she is at full glowing strength. 
However, the upside to all this is that the 
enemy forces also suffer from the same 
vulnerability. 

It's quite satisfying (and rather amusing) 
to position a pond between the Amazon and 
her pursuers, and watch as multiple enemies 


POWER) HISGORE 


ee te er cet 


willingly plunge to their deaths in the murky 
depths. It seems that in their single-minded 
goal to destroy her, the enemies do not grasp 
the concept of self-preservation! Although 
the Amazon earns no points for enemies 
destroyed in this manner, it does provide a 
convenient way to take a break from the furi- 
ous action for a few seconds. 


“Remember, you must steal the air mobile 
cycle and become invincible to succeed 
against the giant evil that awaits you.” 


First of all, I’m calling it a “hover-bike”. 
“Air mobile cycle” seems unnecessarily clum- 
sy. Anyway, the hover-bike descends from the 
top of the screen, stops about halfway down, 
the pilot takes a few pot shots at our heroine, 


then he disappears from whence he came. If 
you manage to zap the pilot, you can then 
commandeer this craft for greater mobility 
against the enemy forces. The hover-bike can 
travel over ponds, but it is also a larger target 
for the enemies to focus their attacks on. It 
can handle two shots before being destroyed, 
but the Amazon herself will survive the 
wreckage and go back to fighting on foot. 

Grabbing power ups while on the hover- 
bike increases its weaponry, eventually trans- 
forming it into a full spaceship! The hover- 
bike enjoys a few seconds of invulnerability 
immediately after powering up, but at any 
other time, the craft will still be destroyed by 
two enemy shots. 

Now, as for the “giant evil that awaits 
you" —I’m assuming that line refers to the 
various boss creatures that most be destroyed 
periodically. Just as the “normal” enemies 
were rather bizarre, so are the bosses. For 
example, you'll face a bird-like creature with 
a fleshy mutated body, an airborne skeletal 
dragon, a monstrous demonic spider, and a 
floating rectangular platform decorated with 
skulls. 

As in most games involving “boss battles’, 
the player can look forward to lots of rapid 
firing, frenzied dodging, and the use of any 
reserved bombs to emerge victorious. 

After destroying a boss, a Roman legion- 
ary (one of the men!) is released... who 
then proceeds to run away off the top of the 
screen. That's right, he runs away from the 
Amazon! So if we subscribe to the belief that 
the men are some sort of guardians for the 
Amazon race, then shame on these mytho- 
logical women for choosing such wussies 
as protectors. If we lean toward the other 
interpretation—well then, clearly these men 
are not fit to... ahem... be of service. 

But this does count as a "rescue", so the 
Amazon has done her job well. She then con- 
tinues traveling the landscape, facing crazier 
enemy attack patterns, less frequent power 
ups, and stronger and more hideous bosses, 
until all of the men are recovered. 

Even though the game' general concept 
(one lone fighter against an entire army of 
bad guys) shares much in common with 
military-themed contemporaries like Front 
Line and Commando, Soldier Girl Ama- 
zon actually shares more in common with 
Nichibutsu’s own 1985 sci-fi shoot-em up, 
Terra Cresta, in both style and execution. The 
enemy attack formations (especially the bees 
and the upright wheels) are very reminiscent 
of similar enemy attacks in Terra Cresta, as 
are the power ups, graphic fonts, and the 
background music, which at times sounds 
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like a remix of Terra Cresta’s theme. 


‘The graphics are quite impressi pe- 
cially regarding the Amazon herself. She 
sports metallic blue armor, a sword, a shield, 
and long golden hair, not to mention a 


realis 


ally defined figure. The environments 
she travels through range from Roman streets 
and ruins, to deserts, and jungles. 

My only real criticism is that the game is 
much tougher than it should be... even on 
the first level! Everybody knows the first level 
of any video game should be easy enough 
for beginners to grasp the gameplay, but 
interesting enough to motivate good players 
to progress deeper into its world. Soldier Girl 
Amazon immediately begins by throwing 


multiple enemies and shots at our heroine, 
and traveling any further into the level ramps 
up the difficulty rather quickly. 

On second thought, this difficulty would 
have been balanced out had the game used 
rotational [kari Warriors-styled joysticks, 
which allow for the on-screen character to 
aim and fire in a direction independent of 
his movement. As it stands, the Amazon can 
only fire in the direction she is facing, which 
often leads to disaster when attacked by mul- 
tiple enemies from multiple angles. 

Or, Nichibutsu could have borrowed the 


Build Your 
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control scheme of Gun.Smoke (Romstar / 
Capcom 1985), in which the sheriff hero 
faces north (toward the top of the 
n), but has three fire buttons - one that 


alw 


E 
fires dead ahead, one for firing to his forward 
left, and another for firing to his forward 

right. A good Gun.Smoke player can pepper 


the area around him with bullets, mowing 


down enemy outlaws, and yet never has to 


stop moving forward or fall back. Had Sol- 
dier Girl Amazon featured multiple fire but- 
tons for different angles, perhaps her rescue 
mission wouldn't have been as daunting. 


"COLOSSAL EARNINGS! Fierce combat 
action! Unbelievable graphics! Long lasting 
play appeal! The Ultimate Shootout!” 


Nichibutsu was always an underdog 
manufacturer in North America—their two 
biggest hits, Crazy Climber and Moon Cresta, 
only gained wide-spread distribution when 
licensed respectively to Taito of America and 
Gremlin/Sega. Their other arcade titles were 
all obscure, such as Radical Radial (which 
is a surreal combination of Monaco GP and 
Galaga), and Frisky Tom, in which you con- 
trol a plumber trying to repair pipes so a hot 
blonde can take a bath. No, I’m not making 
this up. 

So after 22 long years of battling enemy 
creatures and insane soldiers, destroying 


grotesque b and maintaining a never- 


ending rescue campaign that has saved count- 
less men, I'm glad to welcome this brave 
Amazonian fighter into the museum of the 
Lost Arcade Cle 
deserve it, Soldier Girl. 


c. Relax and enjoy. You 
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Howard Delman Takes Us Inside Atari 


Last month, we took a look at the role that 
Atari alumnus Howard Delman played in the 
development of the vector graphics generator 
that was behind Atari’ greatest X-Y arcade 
hits. This month, Howard talks about the 
development of some of the early video game 
projects at Atari, and gives us a look at what 
life was like at Nolan Bushnell’s company dur- 
ing the heyday of the coin-op video game era. 


| | oward Delman grew up around 


electronics. His father was a TV 

repairman, and Howard was building radios 
and amplifiers before he was a teenager. He 
earned money in high school by repairing 
televisions and radios for his parents. How- 
ever, his real love was science. 

“I always said that I wanted to be a ‘scien- 
tist;” Delman said. “The chemistry lab that 
I assembled in my bedroom would probably 
qualify today as a toxic waste Superfund site. 
I attended Rensselaer 


olytechnic Institute, 
in Troy NY, and received a BS degree in 
Chemistry. I continued on at the Univer- 
sity of California at Santa Barbara, where I 
received a master's degree in Scientific In- 
strumentation. It was that program that gave 
me the foundation to enter the engineering 
field.” 

Atari was Howard Delman’s first job, 
which he got just days after graduating from 
the University of California at Santa Barbara 
in June 1976. He was primarily hired as an 
electrical engineer (which led to his work 
on the vector generator, as described in last 
month’s column). He also had a background 
in programming, and is credited with hard- 
ware and game design on several of Atari’s 
early coin-op games, including Super Bug, 
Canyon Bomber, and Fire Truck/Smokey Joe. 

“Super Bug was my first game, and I was 
both hardware designer and programmer,” 
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Delman recalled. “After a period of time 
learning from other engineers, studying 
existing designs, and assisting on a few other 
projects, I was given the description of a 
game called City Driver. The description sug- 
gested a top down view of city streets, similar 
to Atari’s older driving games like Trak 10. 
My production release was quite similar to 
the original written description. 

“Since it was my first game, a lot of time 
was spent just learning. My supervisor, Lyle 
Rains, was very good about leaving me alone 
to figure stuff out. Over time, I got my hard- 
ware debugged, my software came alive, and 
eventually, the game was playable. 

“Tt is fascinating to look back at the size of 
the Super Bug development team. I did the 
hardware design, with inspiration and help 
from Lyle. I wrote all of the software, with 
guidance from a few other more experienced 
programmers. The sounds in the game were 
all discrete circuits that I created. Again, 

I was able to learn techniques from prior 
games, but no one was working on sounds 
specifically for Super Bug except me. I had 
the part-time services of a technician, Mary 
Pepper, to help me with board assembly, de- 
bugging, and modifications. Lyle contributed 
most of the screen artwork. 

“When the player hits something in the 
game, there is a graphic that appears that says 
‘crash. Here I need to give credit to my wife. 
She is a portrait artist, and she designed that 
graphic. 

“So in essence, the ‘team’ consisted of me... 
with help from Lyle, Mary, my wife, and the 
technology of Atari’s existing games. Com- 
pare that with development teams today, 
which number in the hundreds. 

“Canyon Bomber was my second game, 
and it was championed by Nolan Bushnell. 

I don't recall if he conceived of it, but I do 


remember that he was very interested in see- 
ing it created. As was often the case in those 
days, I did not need to create completely new 
hardware. The game Sprint II had been out 
for a year or so, and it had a hardware board 
that was very versatile. With a few minor 
modifications, I was able to use it for Canyon 
Bomber. Lyle again provided me with graph- 
ics, for the biplane and blimp. The sounds 
were discrete, and I implemented them with 
small digital and analog circuits. 

"In those days, memory chips held 2K 
bytes of code, and compared to other 
electronic components, were considered 
'expensive Thus, a program that was just 
one byte over 2K required a second pricey 
component. There certainly were games at 
the time that used more than 2K of ROM. 
Super Bug was GK. But my supervisor, Steve 
Calfee, always liked to challenge people. So 
when my code came in at around 3K, he said, 
"I bet you could get it down to 2K, and save 
the cost of the second memory chip’ Never 
one to back off from a challenge, I went back 
to work. 

"With judicious scrutiny of every routine, 
I was able to finally shrink it to 2K. In fact, 
it was exactly 2K. There is not a single extra 
byte in the ROM. 

"Fire Truck grew out of a discussion 
concerning the lack of two player cooperative 
games. I don't remember who came up with 
the idea, but someone suggested that a fire 
truck requires two cooperative drivers. 

"Since I was the creator of Super Bug, and 
since I was looking for another project after 
Canyon Bomber, Y was given the assignment 
of creating the first two player cooperative 
driving game. I knew I wouldn't have to start 
the development from scratch, since I could 
modify the Super Bug hardware and soft- 
ware. John Ray had recently joined Atari as a 


1 or 2 players. 


1 player drives with compute sound 
Players choose "easy" or "hard" Adjusti 


hardware engineer, so I explained to him the 
electronic enhancements I needed. While he 
was working on them, and getting me a new 
hardware board, I went to work on enhanc- 
ing the software. 

As with many two-player games, there 
needed to be a one-player mode. This 
required that I add artificial intelligence into 
my motion algorithms. It was important that 
the computer driver not cause a crash, but it 
couldn't be so skilled that it prevented the 
lone player from crashing either. I seem to 
remember that the bulk of my development 
time was devoted to finding the right balance 


of skill and sloppiness for the computer 


driver. And since it seemed sensible to allow 
the single player to drive either the front or 
the back, I needed algorithms to allow the 
computer to drive either position as well. 
"After a few months of work, Fire Truck 


was ready for field-testing. The game earned 


very well, but as soon as distributors and op- 


erators saw it, they started complaining that 
it was too large for many locations. 

“Thus was born Szzokey Joe, a smaller cabi- 
net with only one steering wheel, which re- 
quired the player to chose which position he 
wanted to drive. The software changes from 
Fire Truck were minimal, and the game was 
made ready for production fairly quickly.” 

Howard was a part of Atari during its early 
years, when the company was on its way to 
becoming the fastest growing company in 
corporate history (at the time). Anyone who 
was around during the early days of video 
games has heard stories about Atari’s cor- 
porate culture, which was unlike any other 
company at the time. Delman was there, and 
remembers those days fondly. 

"It was incredible,” he said. “Since Atari 
was my first job, I am sure that I didn't fully 
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appreciate it. And I’m also sure that I was 
horribly spoiled by it. 
“To begin with, you have to understand 


he philosophy of Atari’s founder and CEO, 
Nolan Bushnell. To him, the most important 


hing in life was having fun in whatever you 
do. Sure, he expected Atari to make money, 

but he also expected all of his employees to 

enjoy the process of making it. We routinely 
had keg parties on Friday afternoons. If a 


difficult problem was finally solved, we'd all 
go out to a bar to celebrate. Our lunch area 
had a foosball table, pinball machines, and of 
course, video games. I went to Nolan home 
in Woodside many times, and can clearly 


remember being in his swimming pool with a 


dozen of my fellow engineers. 
“Keep in mind, too, that at that time, most 

of us in engineering were relatively young. 

During the 705, it was the rare Atari engineer 


who w; 30. Most of us, at le: 


Xo 


ast initially, 
were single males only a few years out of 
college. So we all became friends, and stayed 
together even when work was over. To this 
day, I routinely socialize with some of the en- 


gineers that I worked with over 30 years ago. 


"In 1976, when it was decided that Atari’s 
engineering department needed its own 
building, Nolan decreed that it would have 
a cafeteria, an exercise room, and a hot tub. 
Although routine today, those were novel 
ideas back then. 


“Tt we xecutives 


s also important to Atari’ e. 
that employees be motivated and rewarded. 


Perks included trips to trade shows, weekend 


brainstorming retreats to places like Monter- 
at Nolan’s house 


rey and Sonoma, and partie 


in Woodside.” 

Of course, those days didn’t last forever. 
After selling Atari to Warner Communica- 
tions in 1976, Nolan Bushnell stayed with 
the company for another three years. He left 
Atari in 1979. Bushnell’s presence kept most 
of the corporate culture he had cultivated 
in place, but everything started to change 
after his departure. Along with many others, 
Delman left the company in the early 80s. 
And, as he explains, most of the departing 
employees left for the same reasons. 


“The short answer is ‘money and fame,” he 


xplained. “Atari had always been generous 
in sharing its success with its employees. We 
had a bonus plan in coin-op that paid me 


enough money for Asteroids that I could 


mak 


a down payment on my first home. But 
of course, it wasn't hard for us engineers to 
figure out how much additional money Atari 
was making on our efforts. 

"At the same time, the media was becom- 
ing aware of this new breed of ‘whiz kids. 
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young, creative, quirky, and making 


alot of money for ourselves and our compa- 


nies. We became the newest celebrities. 
"Magazines and newspapers were clamor- 

ing to interview us, but Atari didn't want its 

engineers getting publicity. For one thing, it 


eal 


didn't want other companies trying to : 
us away. But I think there was also a fear that 


if we gained fame, we would want a lot more 


money. Indeed, a couple of people began 
promoting themselves to us as ‘agents’ who 
would negotiate better deals for us. So Atari 


forbade us from talking to the pres: 


“In the early 80s, programmers began 


leaving Atari's consumer division to form 


start-ups. The first was Activision, and it was 
quickly followed by Imagic. The motivations 
of the founders were two-fold. One was to 


make a lot more money. The other was to 


* Built-in self-test system 

* Coinage options 

* 4 video message lan 
options. 
* 23" monitor 


become famous. 


and thereby increase their 
perceived value in the future. 

"As I watched the exodus, as I considered 
my own sense of worth, as I contemplated 


my futur 
being generated by the game industry, it be- 


and as I saw the amount of money 


came clear that I needed to be independent 
ofa corporate employer. In October of 1981, 
Ed Rotberg, Roger Hector, and I left Atari, 
and started a company that would eventually 
be named Videa.” 


Next month in the, final installment of 
our interview, Howard Delman describes 


Jis 


post-Atari career, including his roles at Videa, 


lon in the 1980s, and his con- 
sulting role in video games and other fields of j 


Sente, and A: 


electrical engineering in the post-classic coin-op 


era. 
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Cleaning Removed Parts 
and The Playfield 
Welcome to Part 2 of the beginner’s guide 
to pinball shopping. Since the pages of 
GameRoom Magazine are precious, 

won't waste any time re-hashing the steps 
we accomplished in the first part of "Let's 
Shop"— go back to the April, 2008 issue and 
scan through pages 40 through 47, where 

we cover tools, optimal work areas, and a 
method of tearing down everything in layers 


of parts which are now placed in layer spe- 


Small hardware like screws, post 


and other small miscellaneous 


items are in a small tackle box type container. 


You took notes how you took it apart, right? 


We left off with the Space Station stripped 


down to nothing but two flip pers, some steel 


posts that were hard to remove, popbumpers 
with their associated caps removed, station- 
ary targets, a single drop target, and some 
field embedded wireforms. The idea 


s to get as much of the playfield’s top- 


mounted items removed so we can efficiently 


clean the playfield and the parts individu- 


ally. I kick out the idea of zone cleaning for 
those that aren’t comfortable with stripping 
all the plastic posts, screws, and other small 
parts at once. But some type of zone cleaning 
has to take place no matter how much you 


remove. You have to start playfield cleaning 


somewhere—and I usually choose to start at 
the bottom and move up, then back down 


again to catch anything I missed. 


Playfield Cleaning 


Armed with a bottle of Novus 2 and dozens 


of cut T-shirt squares, we can get started with 


the serious scrub down that is required to 
bring back some of that shine that has been 


hidden for years. The goal here is to squirt a 
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little Novus on the playfield and scrub away. 
As easy as it sounds, there are some methods 
that have worked better for me in the past. I 
always use clean white T-shirts for scrubbing 
cloths. I pick an area to start in, squirt the 
area like I’m covering a hot dog with mustard 
(sparingly), and scrub in a rotation that al- 
lows me to pick up a little of the Novus at a 
time as I WOIK acro: 


the area. 


Remember that less Novus and more 


elbow grease produces a far better result 


than the Novus product alone. ts important 
to stop every few inches of scrubbing and 
inspect your cloth. Using white enables you 
to see how much dirt you're picking up. If 

D you see a light brown color, you're probably 
"Zone" cleaning has begun i : ; OK in using that same part of the cleaning 
left section of the playfield. © r xd cloth for another couple of inches. But when 
: n you notice darker brown or black with flakes 
of gunk, start rotating your cloth around to 


clean areas. Scrub your zone and buff it to a 
shine. Give the area a good inspection from 
different angles to see what you missed. I 
often find small areas that are clean, but still 
showing signs of embedded grime. I work 
these areas a couple more times and usually 
find improvement. 

If you find little half-moon cracks in 

the finish, know that you've encountered 
something that many of us have learned to 
live with. Clean it thoroughly, but know 
that there is no real practical way to remove 
them. You can grab a “Magic Eraser’, adda 


little water to the sponge, and try scrubbing 
away. I've had mixed results with this as it 

^ .H Ye . j seems to remove some of the dirt inside these 
ea A he vegas m" y j 1 little half-moon impacts, but can also leave 
from under she pratectiv Y fa p i e m 

E : : a bleached look to the paint underneath— 

L making everything a slight shade lighter. You 
can decide how far to go with a Magic Eraser, 
if at all. But be careful, and stand back to 
take a look often. And if you decide to use a 
Magic E 
the area with Novus 2 again, and buff one 
final time. 


er, go back and lightly rub down 


What about all of those left behind items 
like posts and popbumpers? Some like to 
tackle everything in the zone, others might 
prefer to focus on just the surface and go 
back for all of those odds and ends later. 


Working around little posts, wireforms, 


and popbumpers will really slow you down 
but necessary to do the job thoroughly. If 
this is your first shop job, you'll see why we 
spent so much time removing all of those 
parts. Cleaning around these items usu- 
ally requires toothbrushes, cotton swabs, 


and getting creative with wadding up your 


cleaning cloths. I usually get as much as 


possible with a regular cloth, buff the glaze 
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off, then inspect the areas that need more 
detailed work. Then I squirt a little Novus 
on toothbrushes or cotton swabs and start 
micro-scrubbing. I can usually buff these 
small areas out with a cloth, but I occasion- 
ally need to get in there with a clean cotton 


swab to reach the hard-to-get-to Novus glaze. 


Another important detail is the perimeter 

of playfield Mylar. The edges usually have a 
pencil-lead thick track of adhesive goo all the 
way around the plastic. It traps dirt and other 
playfield gunk. To remove it, I use a tool that 
everyone has ... a fingernail. You could try a 
toothpick or toothbrush, but I’ve found the 


God-given fingernail to be the most effective. 


Once complete, your playfield surface should 
completely clean, gleaming with a shine not 
seen in many, Many years. 


There are some tools that come in handy if 


you have them. A Dremel-type of rotary tool 
with a buffing wheel is really good to shine 
up metal parts that are left on the playfield. 
A small handheld buffer (4” or 5”) is nice to 


shine up large open areas of the playfield. Be 
careful with the Dremel style of tool, even if 


your just shining up leftover playfield steel 


posts. Dropping the spinning head on the 
playfield can result in damaging the finish if 
you do it just right (or perhaps, just wrong). 


Cleaning Playfield Gadgets Left 
Behind (Popbumpers, Drop Targets, 
Stationary Targets, Mylar, Leaf 
Switches, and Optos) 

Once I have the playfield surface and left- 
over steel posts clean, I dive into the more 
complex parts. Popbumpers, as mentioned 
earlier, take a lot of time. Fingers can start to 
wear out in this area, but the effort always 
produces a nice result. There’s nothing uglier 
than a seemingly clean game with black gunk 
around the popbumpers. This Space Station 
has at least one large chuck of plastic broken 
on each of the three assemblies. I person- 
ally can’t live without replacing all the white 
popbumper plastic pieces while I have the 
machine broken down for the shop job. 


Since space is short, I will only add that 


the process is simpler than it looks and all the 


emble 


parts are relatively cheap. If you dis 
one popbumper at a time, you can reference 
another if you get stumped. Also, you will 
find that you can rarely re-use the existing 
popbumper lamp socket. I always replace 
these with new 555 lamp sockets with long 


eads. Popbumper rebuilds can seem to be 


a more advanced task, but after you get 


through your first, the rest all come easier. 
And considering the end result, it’s definitely 


worth it! 
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Above: These popbumpers are in bad shape, with worn and cracked plastics, tarnished metal, and 
corroded sockets (not to mention the raised mylar on the playfield!) 


a 


i A 
Above: Old and new popbumper parts, and cleaning the metal popbumper rings 
Below: Using needle nose Vice Grips to hold a popbumper rod while removing the lock nut 


Don't forget to clean the leaf switches 
behind target banks such as th one! 


=> 


cH + 


ev wu 


There are other items that need attention, 
like drop targets. At minimum, you need to 


clean up the top, sides, and face. You could 


even go as far as removing the drop target as- 
sembly from the underneath of the playfield, 
removing the targets, and cleaning each one. 


"That process is time intensive and could 


result in frustration if you haven't had much 
time working with drop target mechanisms. 
Many machines have replacement face stick- 
ers available if your artwork is in bad shape. 
But this might be the least of your problems 
if you have abstract drop targets from dif- 

ferent games installed. Or you might have 


broken ones in need of replacement. Most of 


these drop targets are available at the popular 


pinball parts stores. And what is acceptable is 


entirel 


/ up to you. The same process is used 


for cleaning up stationary targets, something 
Space Station has plenty of. With the round 
style that Williams used here, it's easy to get 
to the back and clean up the accumulated 
grime. Although there are some stationary 
targets that make this almost impossible, do 
your best to make the targets look like new. 
As with drop targets, most machines have 
replacement stationary target stickers to 
freshen up the cosmetic appeal if yours are 
looking rough. 


Don't forget to clean up the wooden sid- 


small amount of 
window cleaner (inset) 


erails (the material that surrounds the play- 

field on top, left and right sides, and often on 
the left side of the shooter lane). The shooter 
lane needs special attention too as every ball 
played has to go through this area. It'll prob- 
ably be the dirtiest of all places on the game. 
You might even consider grabbing some fine 
sandpaper and lightly sanding the routed 
portion of the shooter lane. Do this gingerly, 


cleaning up with Novus, buffing, and judging 


Fyou should go any further. 


There is no better time than now to clean 


he topside-mounted leaf switches. You'l 
notice these on the slingshots and any other 


standup leaf switch that is trapped inside a 


rubber ring zone. They're also located behind 
stationary targets, and perhaps other areas. 


Clean these with a business card or other 


sturdy clean cardstock. It’s a slip and slide 
maneuver. Just slip the card down into the 


space between the little contact points, pinch 


it together, and slide the card out. Look at 
the card to see how dirty the switch was. Re- 


peat until you get a clean swipe. There might 


also be playfield mounted optos that need to 
be cleaned too. These could be ‘U’ shaped, 
or little plastic standup models in various 
places. On Space Station, the only topside 
mounted opto on the game is located under 


the little space station toy. You clean them all 


" 6 
Above: The original worn, lifted mylar. This will 
need to be removed. 


Below: After the lifted section of mylar has 
been removed, and the area cleaned and 
retouched with a black Sharpie marker. 


the same way, using a cotton swab and a very 
small amount of window cleaner. Lightly 
wipe the domed lens on both units, or inside 
each ‘slit’ in the 'U' shaped variant. 

I've usually made a decision on the flippers 


by now. If the 


are cracked, they must go. 
And since you're probably rebuilding some of 
the flipper hardware underneath, you might 
as well remove and clean or replace them 
anyway. Standard flipper bats are normally 
cheap and the results leave a new, fresh 
look to the game. You probably have them 
removed already, but if not, go ahead and 
pull them out so you can thoroughly clean 
underneath the flipper’s travel path. 
I have a love/hate feeling towards Mylar— 
I really appreciate all the good it did in 
protecting the playfield for many years, but I 


hate how dull it looks after years of wear and 
especially little corners that decide to lift. On 
Space Station, I had to deal with a couple of 
spots near the popbumpers where Mylar was 


starting to peel up. There was a fair amount 


of dirt underneath and it really needed to be 


cleaned up while it was easily accessible. I had 
no intention on removing the entire Mylar, 
so I took a razor blade and carefully trimmed 
up the lifting spots. This is tricky to do since 
you want to only trim that portions that are 


lifting while not disturbing the portions that 
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are still adhered to the playfield. Digging the 
razor too deep in the cut will result in mark- 
ing the playfield finish. I did just that! Once 
the little section of Mylar was removed, I 
found the surface rough, sticky, and dirty. 

I choose to use Goof Off or Goo Gone to 
clean any sticky areas on a playfield. And 
using just a bit on a shop cloth managed to 
do the job quickly. I hit the entire area with 
Novus 2 again, buffed, and then studied my 
overly deep razor cut on the Mylar. Luckily 
the area was mostly black, something a little 
black Sharpie marker could cover up. With 
a few patches of unruly Mylar removed, I 
decided to replace some of them with new 
Mylar. I buy these in full sheets that I can cut 
into any shape and apply where necessary. 


Cleaning Up The Playfield For The 
Last Time 

With everything gleaming, you should only 
see the dust leftover from Novus and small 
fibers from your clean cotton buffing cloth. 
Grab the vacuum and go over everything in 
detail, especially the lamp sockets which have 
certainly accumulated some debris during the 
cleaning process. Grab a nice bright light and 
move it all over the playfield, paying close at- 
tention to any Novus glaze or dirty spot that 
you missed. Clean up any details while you 

t 
That last statement might have surprised 


decide if you should wax i 


you. For me, it’s a matter of what's on the 
current playfield that will steer my decision. 
I used to give newer playfields with fac- 

tory clearcoats the same treatment as older 
machines, loading up the liquid carnuba wax 
and buffing everything. But after a strong 
debate with another collector some years 
ago, I took his advice and shopped out a 
stock clearcoated playfield using only Novus 
2. Doing spot-waxing in small areas yielded 
very little difference. In dealing with heavily 
Mylared machines like Space Station, I find 
that wax really does little to the Mylar and 
adds another round of dust to suck up with 
the vacuum. However, spot waxing in non- 
Mylared areas will provide great results and 
added protection. Of course any machine 
without a clearcoat or large playfield Mylar 
will thank you for taking the time to protect 
its playing surface. And for that job, I choose 
a brand name liquid carnuba auto wax. I 
suspect you will use it sparingly after clean- 
ing up previous operator wax goo that was 
mopped around the playfield years ago. I 


prefer to keep the wax on the cloth instead of 
squirting it directly on the playfield. Be cau- 
tious around items that are still popping up 


through the playfield. It’s easy to make a mess 
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around drop targets, stationary targets, and 
posts. You don’t want to re-clean anything 


again, so less is definitely more. 


Suck up any additional dust you scattered 


and then prep the playfield glass with a good 
cleaning. You can install it in the game to 
keep dust out until you finish cleaning all the 
parts and are ready to re-assemble the game. 


Parts Cleaning—Last In, First Out 
(Metal Rails) 

It really doesn't matter what order you clean 
your parts—in fact, you could jump in and 
clean all the parts you removed first, and 
then the playfield. I just molded myself into 
this process over the years as it seemed to 
flow better for me. The last thing I removed 
in the disassembly proc 
less steel ball rails. For these, I use Novus 3 
and #00 Fine or #000 Very Fine steel wool 
(purchased at the hardware store). Squirt- 
ing a little Novus 3 on the metal and then 
scrubbing with steel wool yields a thick glaze 


was the stain- 


within a few minutes. Move your steel wool 
with the existing grain in the metal. I then 
buff these out with old bath towels and wash 
cloths. The thicker texture of the cloth does 
a better job of cutting off the glaze that has 
worked its way into the grain. You might try 
to clean one of them again with Novus 2. 

A more advanced approach to cleaning 
stainless steel on metal rails, lock bars, and 
playfield side rails requires a random orbital 
sander and several different types of sandpa- 
per to create a mirror-like result. Then you 
a scotch-brite 


can re-grain the stainless wit 


pad. But since we're doing this the simplest 
way possible, I used Novus 3 and steel wool. 


Cleaning Metal Fasteners 

We're going to have to deal with dirty fasten- 
ers eventually, and the metal rails left plenty 
of screws to tend with. One way to clean 
these up without a tumbler is to grab an 

old T-shirt and squirt a nickel sized pool of 
Novus 2 on it. I grab a pair of pliers and hold 
the screw inside with the head exposed at the 
tip. Dip the head of the screw into the Novus 
and then scrub the entire head across a clean 
portion of the T-shirt until you see a black 
smear on the white cloth. Examine the screw 
head and repeat if you don’t have a satisfac- 
tory shine. I think you'll be amazed at the 
end result! Still, some of the original screws 
can have rust or pitting. I usually replace 
these with hardware that I buy at the local 
hardware shop. If you do a lot of restorations 
and are pressed for time, consider stocking 
up on all the common pinball fasteners. Pin- 
ball Life carries a lot of bulk pinball screws at 


Upper righPpartion ofthe playfield 
before a ndllipP zone-cleaning 


good prices. And the more common pieces 
might be found at your local hardware store 
at a good price. 


Playfield Plastics 


"There's probably nothing easier to clean 
than slingshot plastics. They're small and in 
a simple shape. But playfield plastics only 
get more complex from there—there are 
multi-layered plastics with flash-lamp domes 
riveted in, or others with their own array of 
lamp sockets or mini-posts screwed from the 
bottom. But nearly all of them can be broken 
down toa simpler form in order to clean 
them thoroughly. I think the best thing you 
can do is keep it simple and break down one 
at a time, then re-assemble right away after 
you're done. 

For machines that are really dirty, I find it 
easier to fill the kitchen (or shop sink if you 
have one) with warm soapy water and dump 
most plastics in it. I let them soak for a few 
s, and then start washing everything 


minute 
with a small soft sponge. I rinse, then place 
everything on a bath towel to air-dry for a 
while. It's important to note that I don't sub- 
merse anything with lamp sockets, switches, 
optos, or little circuit boards. Instead, I give 
those a non-submerged ‘sponge bath’ and 
carefully rinse them off. I don't disassemble 
multi-layered plastics in the sink either, 
rather saving that process for later. 

Once dry, I clean the bottom sides with 
Novus 2. If you washed these in the sink, 
you'll find that you need very little Novus 
to put the shine back into the plastics. And 
since they're clean, you might get away with 


using Novus 1 on the top side. Novus 2 can 
put visible scratches in the glos 
plastic if you rub too hard or use a rough 

cloth to buff with. Still, I often find plastics 


that retain enough grime to warrant the use 


y top-side 


of Novus 2 on the topside. Make sure to 
clean up the edges of the plastic too. These 
get very dirty, proven by the black gunk your 
cleaning cloth picks up. I should note that 

in my experience, Novus 2 has sometimes re- 
moved the ‘white-out’ layer on the underside 
side of old plastics. With everything, test a 
not-so-obvious plastic first to see how it will 
take any chemical you use. 


Ramps 

Space Station has a single, simple black ramp 
to clean with one leaf switch attached to it. 

I don't like to submerge any mechanical or 
electrical device, so I sponge wash that area 
sparingly while sinking the rest of the ramp 
into the sink. On future machines, the ramps 
sing 
opto switches, lamps, and other devices. 
Since the main purpose of sink washing is to 


often become more complicated, ho 


remove the majority of the grime, I save the 
complete disassembly of complex ramps for 
the final Novus 2 cleaning. 

Once dry, I take time rubbing and buffing 
with Novus 2. With a black ramp, I work the 
wire “habitrails” thoroughly, inspecting my 
white applying cloth (i.e., a T-shirt) often 
for excess black crud. Keep rotating the cloth 
and rubbing away. After buffing off the glaze, 
it's a good idea to look it over closely under a 


lamp. If you see too many spots that still need 
work, you might as well give it a second full 
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Other Gizmos 


Space Station has only one playfield plastic 


cleaning and re-inspect. Make sure you cover 
everything on the ramp—sides, bottom, and 
every little nook. You have the piece in your 


Use a cotton swab and some Novus 2 to 
touch up embedded wireforms 


toy; the little Space Station that covers the 
hands and it probably hasn’t been removed ball path diverter. It’s a little slow in clean- 
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since it was assembled ir 
worth the effort to do th 


n the factory. It’s 
he job completely. 


With clear ramps, the inspection reveals 


alot more thus much le 


notice plenty of black specs 


possibly as much on the 


forgiving. You'll 
and brown film, 
bottom as there is 


on the topside. Some stubborn habitrails will 


require several scrubs with Novus 2 before 


your elbow grea 


se provides a clean inspec- 


tion. I have encountered a few with little 


black pitted spots that I 


"ve never been able to 


get fully clean. Just like the popbumpers on 


ap ayfield, you can easil 


y See spots on a ramp 


that people try to shortcut the cleaning pro- 


cess. Go ahead and remove everything that's 


screwed down to thoroughly clean the ramp, 


and the removed part, then re-assemble. 


There's no quick way to 
invested directly affects 


Wireforms 


do it, and your time 
the end result. 


I was once asked “so whac's it take to clean 


up wire form 


plenty of clean rags.” Th 


s?" I replied, “A lot of time and 


at’s exactly what I 


have to do to bring back the shine in every 


nook and cranny of wireforms. I used to grab 


the same steel wool I use to clean stainless 


steel, but over the past fe 


ew years I’ve become 


happier using generic Scotch-Brite pads. I 


squirt a little Novus 2 a 
to clean, then dive in wi 
and rub awa 


ong the wire I want 
th the synthetic pad 


j. While little bits and pieces of 


the pad fall off , it seems to be a bit easier to 


clean up than steel woo 


. E start by clean- 


ing the length of the wireform first, both 


inside and out, all around the ‘wires. Then 


I work over the round p 
assembly together. Just 
I buff everything and th 


ieces that hold the 
ike the ramp process, 
en spot clean the 


parts that I missed. Using a lamp, I can see 
all the areas that still need work. This is the 


time to inspect the weld 
it’s holding up after all d 
find large cracks or com 


ing job and see how 


hose years. IF you 


plete breaks, you 


definitely want to get them repaired at this 


point in the shop out process. I use a local 


welding shop that hand 


es the wireforms 


gently and works hard not to make a mess of 
the repair job. They charge $5 to $10 for a 


typical repair on a wire 


orm or ball kickout 


assembly. While there are no kickout scoops, 


or other ball handling d 


evices on Space 


Station, I have often found these assemblies 


with broken welds. Do your: 


Ifa favor and 


get this repaired before you even think about 


rc-assembling the game. 


ing, but straight-forward nonetheless. This 
might not be true for your newer machines, 
as these are often crowded with things like 
gum ball machines, hands coming out of little 
boxes, file cabinets that move up and down, 
or castles that fall over and then magically 
straighten up again. The tricks for cleaning 
all of these may vary, but the fundamentals 
are the same. If it’s plastic, Novus 2 with a 


cleaning cloth, cotton swab, or toothbrush 
can normally clean it. Use your best judg- 
ment and seek help from other owners of the 
same machine if you get stumped or run into 
trouble. As with everything, test in a hidden 
spot first to see that your results aren't dam- 
aging paint, ink, or other finish. 


Last Thoughts Before Re-Assembly 
You've worked hard and have a lot invested 
with time being the biggest factor. Is there 
anything you need to repair or replace before 
moving on? You might want to search out 
replacement slingshot (or other) plastics if 
yours are broken. Perhaps you have a play- 
field toy that isn’t 100% complete or perhaps 
broken. There are other aftermarket modi- 
fications that you might consider installing 
like hole protectors (aka Cliffy protectors), 
light kits, or add-on graphics. While an over- 
all game test is coming in the next section to 
test coils, lamps, and switches; you probably 
have some thoughts about things you wish 
looked better on the game. Take a moment 
to look at the major pinball parts suppliers’ 
web sites—most have specific game links to 
things in their inventory that might fit the 
need you have. You can also explore the used 


parts market on Mr. Pinball's Classifieds and 
delve into the eBay jungle. It'll take some 
time to get this game back together depend- 
ing upon your schedule. And while the expe- 
rienced shopper probably ordered everything 
at the start (or has it in their shop stock), you 
probably have discovered more things you 


needed than you originally thought. So take 
a month to shop around and even ‘pimp’ up 


your pin, if that appeals to you. 


Next month we finish the “Let’s Shop” se- 
ries with the re-assembly process, testing 
switches, coils, lamps, and flashers as we 
complete layer after layer. We'll also look 
at cleaning up the cabinet by painting the 
inside. It'll be exciting to see the finished 
product, and even better to step up and 
play the game! 


WAREHOUSE RAID 


What every fan of pinball dreams 
about: going on a coin-op treasure 


* TILT - The Art of Pinball Documentary | hunt! Join hosts Rob and Steve 
* TILT - The Art of Pinball Private Roundtable Discussion 。 
* Tour of the Gene Cunningham Collection and Big Bang Bar | as they discover an amusement 


* Heartland Pinball and Arcade Supershow - The First 3 Years | 4 
¢ Warehouse Raid Commentary and Deleted Scenes | operator z old game stash and go 


-全 ona “warehouse raid,” discovering 


uncovering an amazing wealth of 
pinball treasure! 


Order Online 
Today! 


Or Call (440) 
372-0728 


DO DOLBY DVD Contentsand Design Copyright 2008 
VIDEO DIGITAL O©byPopbumper.com. All Rights Reserved. 


PINBALLS 


Celebrating 20 Years 医 
GameRoom 


Flashback: 1998 ER 


decided to select the exact “mid-point” of GameRoom’s 

existence for this month’s Flashback column, which in my 
calculation came out to June of 1998. What I had not anticipated 
was that the issue that I had selected, basically at random, would 
have been such a milestone. 

To begin with, this issue featured the news of Dick Bueschel’s 
death (see the April 2008 issue of GameRoom for an article on the 
10th anniversary of Dick Bueschel’s passing). The heartfelt words 
of tribute and loss by Tim Ferrante still ring true to this day. 

The issue featured an extensive article by Gordon “Gordo” Has- 
se on Gottlieb’s Happy Days pin, a guide to backglass restoration, 
and such how-to columns as Bill Bicker’s Juke-Talk and The Repair 
Connection. The magazine was truly finding it's voice as a coin-op 
collector’s resource, both for historical reference and practical tech 
tips. This is the basic “recipe” for an issue of GameRoom that has 
continued, in one flavor or another, to this very day. 

One thing that was in flux, however, was the GameRoom logo: 
for about year, GameRoom’s logo changed with every issue, finally 
coming full circle back to the current “traditional” logo font, first : PERIODICAL CLASS MAIL — DATED MATERIAL 
used in March of 1994. What's old is new again, it seems... 


hough he avowed atheism, Dick had theg worth of his fellow 


ly concluding important business and financial 


rupted by the cynics. 


ntered might 
that he raced he 


That so many of the gifis he had intended to giv 
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Iz sure that many of you have stories 
about how you obtained the game that 
became the love of your life. I thought I'd 
bring you the trials and tribulations of how 
my unusually big game moved in with me 


and the family. 


November ‘06 
I just had to have a sit down driving game. 
My friends had them... so I really wanted to 
have one as well. 

The local arcade auction was coming up. 
I figured I'd have a choice of a California 
Speed, a Crusin’ USA, or even the Holy Grail 
a Rush the Rock. 
I called up my dad and asked to borrow 


of racing games. 


him and his trailer. My dad is sometimes 


my partner in crime, because my wife in not 


nearly as enthusiastic about game acquisition 
as I am. Might have something to do with the 
fact that, given my way, we could very well 

be camping in the back yard while the games 
occupied the house. I told my wife that Dad 
was going to the auction with his trailer to 
buy a game and he needed my help. (Desper- 
ate situations sometimes demand desperate 

! 


!) 


Well... we got to the auction and it being 


lie: 


November, it was definitely a seller's event. 
The only thing close to my price range was a 
game that I had never heard of before called 
Winding Heat. (“Winding Heat?” What 
kind of name is that?) The monitor had a 
vertical hold problem and the force feedback 
motor was noisy, but it did have a seat so it 
met my criteria. For a reasonable price, I took 
it home. 


Before I go any further, let me tell you 


a little about this game. It is a Konami sit- 3 
down driving game from 1996, with force K 


feed back steering, stereo sound and a 25 


monitor. It has a groovy soundtrack and that the seat assembly was not quite right. from a Daytona USA and the seat was from 
excellent graphics for its vintage. I talked to the original owner and found some unknown Sega game. All this didn’t 

The game that I purchased was a little out that someone had stolen the original really matter because I now had my sit down 
different though. For instance, I noticed seat. The game was now mated with a base driver! 
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December ‘06 

Well, the first stop for any incoming game is 
my garage. (Honest, Honey... I’m just storing 
it for one of my buddies!”) I played the game 
daily. With its multiple cars and 3 challeng- 
ing 
bored with. I would often leave the garage 


cou 


s, it’s not a game that you easily get 
with motion sickness. 
One day, just before Christmas, I plugged 

it in and to my dismay a puff of magic smoke 
came out of the top monitor vent. Obviously, 


with no picture, the game wasn't as much fun 
to play! 
A look in the back showed a crispy resistor 


on the monitor chassis. Well, it was probably 
time for a new "cap kit" anyways, I reasoned. 


I pu led the monitor chass 


s and got to work. 


Some research revealed that I had a WG 


U5000 monitor (Those of you who are tech 
nically-inclined collectors may groan now.) 
After replacing all of the capacitors, a bunch 
of resistors, and the Horizontal Output 
Transistor, I turned the game on... and it ran 


for about 10 seconds before I realized I had 


forgotten to plug in the deflection yoke! 
later I had another new Horizontal Output 
Transistor and the game ran... for about 3 


minutes before a puff of magic smoke would 


emit from another monitor component. 
Frustrated, I then decided to swap out the 
picture tube with a friend’s spare in case that 


was taking down the monitor chassis. While 


removing the old tube, I snapped off the 
neck... well, no going back now! 


The bad news: I continued to blow com- 


ponents on the monitor chassis... and wor: 


yet, I couldn't play the game! 


The good news: One of my buddies was 
scrapping a game with a U5000 monitor and 
it had my name on it! 

Now, I have nothing against Wells Gard- 
ner, but if I ever meet the guy that designed 
the U5000, we" 


gonna exchange words. 


July ‘07 

After about 6 months without a working 
monitor, I was now playing the game again. 
With my wife up at our holiday trailer for a 
few wecks, it was time to sneak the game into 
the house. At 450 Ibs, this was going to be a 


challenge. 


I did some measuring and found out that 
due to its dimensions there was no way it was 
going to fit on the main floor of my house 
without knocking out a wall...my wife might 
notice that. Clearly it had to go into the base- 
ment... but how? 


September ‘07 

My wife was up at the trailer again with the 
kids while I had to work. I spent an evening 
disassembling the machine. First, taking 


the s 


t apart and then taking the monitor 
out of the main cabinet. Next was the force 
feedback steering assembly. (Man, are those 
things heavy!) 

I cleared everything out of the front 
hallway and the stairway to the basement. I 
dragged the empty cabinet out of the garage 


to the front steps of my house and tried to lift 


it up. Now, I think I’m reasonably strong guy, 
but gravity was not with me that day. There 
was no way I was going to drag that empty 
cabinet up the 3 steps to my front door. 
Enter Plan B: The next day, which turned 
out to be the most humid of the summer, I 
arranged for a local collector buddy to give 
me a hand before my wife came home. I owe 
Ray a debt of gratitude. 


We were able to get the cabinet into the 


house but as we were about to place it down 
the basement stairs, the basement door was 


in the way... out came the screwdriver, out 


came the door. We were able to get the main 
cabinet down most of the stairs until the left 
turn halfway down. 

The walls of my stairs have many scars 


from previous cabinets coming down, but 
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this one was by far the largest. (I’ve learned 
to replace the drywall with plywood... it 
doesn’t ding as much.) 

Dripping in sweat, the empty cabinet was 
down in the basement. It was then that I 
decided that once it was down there it is not 
coming up again... it had instantly become 


an integral component of my house. 


The Wrath of Mom 


Well, with the cabinet in the basement, it was 
easier to bring down the monitor, seat, base 
and steering assembly. However, I had to face 
the wrath of the kids and my wife when they 
came home. The kids complained that I was 
taking up their play area. My wife didn’t say 
anything—the look said it all. Luckily the 
weather was still nice enough that I could 
have slept outside. 


Happily Ever After 
Now the game has its place in the base- 
ment and is played regularly by the kids and 
myself. We enjoy seeing who can drive the 
farthest and fastest on its electronic highway, 
power-drifting around corners—something 
my wife's mini-van just won't do. 

It’s been a bit of a rough road to get my sit 
down driving game, but I did all this for the 


love of the game. 


Editor's note: Yes, Dave Thielking has “con- 
fessed" before, but this article seemed 

to me to be too good of a "confession" to 
pass up. Got a coin-op adventure, tribula- 
tion or addiction you'd like to confess? 
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—*. AUCTION GAME SALES 2~ 
GIANT COIN MACHINE 
CONSIGNMENT AUCTIONS 
700-1000 PIECES AT EVERY SALE 


AUCTIONS START AT 10 AM DAY OF SALE 
EQUIPMENT CHECKED IN: FRIDAY (day prior to sale) - 11 a.m. until 9 p.m. & SATURDAY (day of sale) - 8 a.m. until 10 a.m. 


JUNE 7TH, 2008 


WINSTON-SALEM, NC - DIXIE CLASSIC FAIRGROUNDS EDUCATION BUILDING 
410 DEACON BLVD, WINSTON-SALEM, NC 27105 HOLIDAY INN SELECT - 336-767-9595 


AUGUST 9TH, 2008 


WINSTON-SALEM, NC - DIXIE CLASSIC FAIRGROUNDS EDUCATION BUILDING 
410 DEACON BLVD, WINSTON-SALEM, NC 27105 HOLIDAY INN SELECT - 336-767-9595 


SEPTEMBER 6TH, 2008 


KINGSPORT, TN - MEADOWVIEW CONFERENCE RESORT & CONVENTION CENTER 
1901 MEADOWVIEW PARKWAY, KINGSPORT, TN 37660 MARRIOTT - 423-578-6600 


* NO BUYERS PREMIUM FOR OPERATORS AND DISTRIBUTORS * 
Consignors pay a low 10% commission rate with $10 entry fee per item 
No mimimum piece requirements—all consignors pay the same low rates 


ARCADE GAMES e PINBALLS « JUKEBOXES *« REDEMPTION EQUIPMENT » POOL TABLES e 


AIR HOCKEY ¢ DART GAMES 


COUNTERTOP TOUCHSCREENS * KIDDIE RIDES • CRANES e FOOSBALL e CHANGERS * AND MUCH MORE 


TERMS: Full payment day of auction. Cash, Credit Card, Cashier's Check or Company Check with a current bank letter of guarantee (no excep- 
tions). No personal checks! 

SALES TAX: Applicable state and local sales tax must be collected unless you provide a current copy of your sales and use tax permit. 

Inspect all equipment and games before you bid. All Equipment and games are sold as-is, where is, with no warranties expressed or implied. 
13% buyer's premium (3% discount for cash) OPERATORS EXEMPT - Operators pay only a $10.00 per item fee to purchase. 

Consignors paid in full day of auction. 


FOR MORE INFORMATION OR TO BE ADDED TO OUR MAILING LIST 
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—$. www.auctionsamesales.com 2~ 


TN LIC 1623, NC LIC 6042, TX LIC 7256, VA 16216 


The Video Game 
Explosion 

A History from Pong to 
PlayStation and Beyond 


Price: $75.00 
Greenwood Publishing 


www.greenwood,com 


f you're like me—a video game junkie who 


s as interested in the history of the games 
I collect as Iam in owning the games— 
you're always on the lookout for a good book 
chronicling the history of video games. 
When I saw The Video Game Explosion 
(VGE) on the shelf at this year’s Game 
Developers Conference in San Francisco, I 
snatched it up without a second thought. The 
book is outwardly impressive—a hardcover 
tome that is nearly 400 pages long. It looks 
ike a textbook, and I thought that this could 


well be the type of book I’m always dying to 
sink my teeth into. 
Unfortunately, that old adage "you can't 
judge a book by its cover" became a popular 
phrase for a reason. 

VGE is a collection of 42 chapters, each 
of which is actually a separate essay or article 


by one of a number of authors. Seventeen of 
the chapters (as well as the introduction and 
a number of sidebar articles) are written by 
Mark J. P. Wolf, who is also the editor of the 
volume. Wolf is an Associate Professor in the 
Communication Department at Concordia 
University Wisconsin. He has a PhD in Cin- 
ema/Television, but has written a number of 
books on video games and the video game 
industry. 

Let me start with the good (because it's 
not all bad). Th. 
ters that are quite informative. Chapter 14, 
“The Rise of the Home Computer is very 


number of chap- 


a 


informative, and a number of chapters writ- 
ten by long-time video game writer Leonard 
Herman (author of the excellent Phoenix: 
The Fall and Rise of Video Games) are good 
as well. The chapters discussing the video 
game industry in Europe, Asia, and Australia 
are also very interesting reading, primarily 


because these subjects aren’t widely covered 


in the United State 
Unfortunately, this handful of chapters 
doesn’t make the book worth its (hefty!) $75 
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cover pric 


game "history" book, only about 65. 


EDITED BY MARK J. P. WOLF 


" [He is] trying 


to apply his film 
knowledge to video 
games... and it just 


doesn't work, [much 
like] a critical study 
of the Godfather 
films written by a 
video game designer 
who had only seen 
Godfather III and the 
trailers for the first 


two films.” 


. There 


against it. 
First and foremost is the inaccuracy of 
the title. Although VGE is billed as a video 


% 


of the book is actually devoted to video game 
history. Somewhere around the middle, the 
subject matter starts to skew toward video 


game analysis—even the chapter entitled 


e just too many strikes 


% or so 


“The Future of Video Games" is more of 
an analysis of the potential social impact of 
games in the future as opposed to the tech- 
nological progression ofthe industry. 
Based on my research of Wolf’s other 
books, this i 


really no surprise. All of his 
other video game books have been attempts 
to analyze video games as an entertainment 
medium and to examine their effects on 
society. (Nearly all of the chapters that are 
analytical in nature in VGE are written by 
Wolf.) While this is obviously a subject of 
great interest it really doesn’t warrant a full 
third of a volume that is supposed to be 
historical in nature. Even the historical por- 
tion of the book has analytical asides from 
Wolf. For instance, when discussing Defender 


and ^ e Command, he describes them as 


“both variations on the standard shooting 


game which purported to be defensive rather 
than offensive in an attempt to justify the 
games’ violence.” 

Since I’m on the subject of the analytical 
portion of the book, I would be remiss if I 
didn’t comment on the quality of the analy- 
sis. As a 16-year veteran of the video game in- 
dustry, it was pretty obvious to me that Wolf 
is not particularly familiar with video games. 
His 


he uses are a mix o F super-common games 


analysis seems abstract, and the examples 


(Pac-Man, for instance) and super-obscure 
(Dactyl Nightmare, a little-known VR game 
he brings up repeatedly) games that have no 


real commercial relevance to the industry. It 
was written ina vacuum, 


seems the analysi 
with little or no input from people inside the 
industry. Wolf is a film scholar trying to ap- 
ply his film knowledge to video games when 
he has spent very little time playing games, 
and it just doesn’t work. The reverse analogy 
would be a critical study of the Godfather 
films written by a video game designer who 
had only seen Godfather III and the trailers 
for the first two films. 

Wolf also includes a chapter where he 


sification system for 


attempts to create a cla: 


sist future scholars of the 


video games to a 


video game media in analyzing games. The 
system he proposes has 43 categories, some of 
which are undefined (they refer the reader to 
other categories); some of which aren't game 


at all (the ones that cover demo 


categori 
and diagnostic cartridges for video game 
consoles, for instance); and only a handful of 


which actually correspond to game categories 


that are actually used within the video game 


industry (which can only result in confu- 


sion). The real failure of this system to do 


its job properly is that many games actually 
fall into many cross-referenced categories 


Pac-Man, for instance, is classified as an “ab- 
stract,’ “collecting,” “escape,” “maze” game. 

But this was supposed to be a review of a 
video game history book, so let's get to the 
history part. 

"There are two words that describe the 
historical section of the book: inaccurate and 
incomplete. Inaccuracies sometimes reflect 
a lack of basic knowledge of the games, as 
referring to Defender as an example of a 
vector game (page 10), and explaining that 
the object of Missile Command is to protect 
three bases at the bottom of the screen (page 
92). Other inaccuracies are the result of a 
lack of thorough research— such as referring 
to Gottlieb’s Caveman as the one and only 
video game/pinball hybrid (page 93), while 
ignoring the other games in this genre which 
include Granny and the Gators, Invader Ball, 
and of course Baby Pac-Man. Wolf actually 


mentions Baby Pac-Man as a sequel later in 


the book, but didn't bother to take a look at 
the game to see what it was. 

In fact, much of the research (especially 
in Wolf’s chapters) seems to have amounted 
to a quick browse through the Killer List 
of Video Games (www.kloy.com). In some 
cases, Wolf mentions a game and then says 
that it may or may not have actually been 
d. There 


because most of the people who worked on 


rele really no excuse for this, 
these games are still around and more than 
happy to talk to people who are interested in 
researching them. 

Examples of an overall lack of complete- 


ness is exemplified in Chapter 10, “Company 


Profile: Atari? The chapter is only three 
pages long, and the most influential years of 
the company’s existence—1972 to 1983—is 
“covered” in the first three paragraphs! How 
can a history of video games “yadda-yadda” 
Atari? Because this was one of Leonard 
Herman’s chapters—and he is an expert on 
Atari—I can only assume that he was given 

a very restrictive word count limit. Even so, 
Atari’s limited coverage is fully three times as 


long as the space provided for other company 


profiles in the book, which are profiled in 
sidebars. (Nintendo gets just over a page, 
while Sega and Electronic arts get only a page 


Suffice it to sa 


apiec 


j, this is not a book that will 


get much love from people who are at all 
familiar with the history of video games. But 
my fear is that it will eventually get into the 
hands of people who don’t know the industry 
and who are looking for an accurate account- 
ing of its early days. 


hate to give scathing reviews, I really do. 
But when you're plunking down $75 for a 


book on video game history, its nice to know 
what you're buying. Stay away from The Video 
Game Explosion. If it's good, accurate history 
on the industry that you're looking for, try 
Leonard Herman'h Phoenix: The Fall and Rise 
of Video Games, Steve Kent's The Ultimate 
History oft ‘ideo Games, or Rusel Demaria 


and Johnny Wilson's High Score. All chree of 
those volumes are what video game history 


books should be: well researched and writ- 
ten by people who love the industry and are 
intimately familiar with the subject matter. 


Guinness World Records 
Gamer’ Edition 2008 


Price: $19.95 
Available frm GameRoom 


www.gameroommagazine.com 


Considering video games have been 
around since the 19705, it’s about time Guin- 
ness devoted an entire record book strictly 
for achievements on these games of skill and 
chance. Well, it may be a bit late in getting 
here (in this diehard arcade gamer's opin- 
ion), but our moment is finally here: 2008 
ushers in the Guinness World Records Gamers 
Edition, and with the exploding number of 
gaming systems, not a moment too soon. 

The Guinness Book of World Records is 
world-renowned as a repository for every 
type of record imaginable, both the impres- 
sive and the ridiculous, and the Gamer's 
Edition is no different: inside you'll find 
records for everything from mundane game 
high scores to much more interesting records 
like the largest LAN party (8,531 unique 
computers at a DreamHack gathering in 
Sweden), largest voice cast in a video game 
(339 for Grand Theft Auto: San Andreas) 
and most expensive home flight simulator 
cockpit ($262,000, by Australian trucking 
tycoon Matthew Sheil). 


"I came for the game 
scores, but stayed 
for the unexpected 

wonderful weirdness 


of it all.” 


In fact, there is page after page of weird 
and wonderful records associated with both 
arcade and console games, everything loving- 
ing researched in conjunction with Twin 
Galaxies, which with this partnership has 
now become the officially recognized author- 
ity on all things related to video gaming 
records. Congrats, Walter Day! 

The video high scores are a bit of an 
afterthought here, and the arcade section’s a 
bit lean (except for a great “Top 100” arcade 
game list: Splatterhouse is #83, if youre 


curious). There’s also no pinball love, but if 
youre after game scores, be sure and check 
out the Twin Galaxies’ Official Video Game 
and Pinball Book of World Records, which is a 
more comprehensive records 


sting. 

So, I came for the game scores, but stayed 
for the unexpected wonderful weirdness of it 
all. In fact, it’s the oddball records that give 
the Guinness books their unique appeal: it’s 
not the high scores that really matter. The 
Gamer' Edition is as much a snapshot of 
the culture of gaming as it is a look into the 
actual accomplishments of this hobby, and 
really presents a picture of a growing and 
already mighty force in our entertainment 
culture. 


The book is gorgeous, at least to this 


5 eyes: a 256-page full color hardback 
tribute to everything in life that’s really 


game 


important. 
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Second Edition 


Price: $34.95 
Available from GameRoom 
www.gameroommagazine.com 


The Guinness Book of World Records 
may hold the fame, but when it comes to 
having true “street cred” on tracking video 
game high scores, you just can’t beat the 
name Twin Galaxies. Founded in 1981 in 
Fairfield, lowa by Walter Day, Twin Galaxies 
has become the world authority on gaming 


high scores, tracking scores on everything 
from classic arcade and pinball machines to 
modern-day gaming consoles. 

The second edition of Twin Galaxies’ Of- 
ficial Video Game & Pinball Book of World 
Records is as long as the title implies. A hefty 
737 pages of nothing but coin-op high scores 


(another edition is due out soon covering 
console games), this book easily claims the 


title as the "Competitive Gamer' Bible" —if 


theres an a 


cade game you're honing your 
skills on, this book will tell you just how high 
the bar has already been set. 

The book's record sections include: Arcade 
Video Game, Arcade Emulation, Arcade 
Novelty Games, and Arcade Pinball. In addi- 
tion to the detailed records (which each list 
the score, player, gaming site, verification, lo- 
cation, and date the record was set), the book 
is interspersed with wonderful “features,” 
actually more like little mini-articles about a 
particular triumph, player, or unique bit of 
gaming history. These features are generously 
sprinkled throughout the records, helping to 
prevent the book from simply being a “giant 
printout” of high scores, and turning it into... 
well, a genuinely interesting page-turner! 

If you've got even an ounce of competitive 


spirit in those arcade-loving bones of yours, 


you owe it to yourself to get this book. I've 
often humbled my: 
to those in the book after achieving a person- 


If by comparing my score 


al best—if you're going to climb a mountain, 
it helps to know how high the summit is! 

Think you've got what it takes to write 
your name into the history books? Well, 
check out the section listing the rules and 
conditions for a record to be accepted, and 
start practicing. After all, records were made 
to be broken! — K : 
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Walter Day Milestones 


Ranking 
7th Place in World 
3rd Place in World 


^E] GALAXIES? 


c 


OFFICIAL | 


OIN. OP. VIDEO > ARCADE PIN ALL 
NOVELTY EMULATION 


Walter Day was once the world record holder on 
Make Trax - plus a contender on Gorf and Galaxian 


r Day is the founder of Twin Galaxies and the Editor-in-Chief of 

d book. In 1982 Walter was the world record holder on 

Make Trax and a contender on Gorf and Galaxian. Today, 

Walter lives in Fairfield, Iowa and hopes to find time to pursue new 


careers as a songwriter and science fiction novelist. 


Space Reserved for Waker Day Autograph 


Game Title 
Galaxian | Twin Galaxies, Ottumwa 


Date of Autograph 


Sth Place in World 
Sth Place in World 
Ath Place in World 


Port Richey, FL 
ses Air Squadron 278,950 Funspot Fun Ctr. 


8/19/06 
6/7/04 


| Make Trax 1,580,300 Twin Galaxies, Ottumwa 


| Squid Search 23,530 


Twin Galaxies, Ottumwa 


12/23/82 


The 2008 Edition is Here! 


.. Bowling Games pa | | 
| Spiral bound for easy use” Hot Off The 


The authoritative source! Presses! 


‘Swww.GameRoomMagazine.com 
or call (440) 372-0728 
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Fabulous 50 & 60's Malt Shop 


Furntture, 
Decor aud Aecessories for You lll 


Booths è Tables e Chairs e Stools e Moldings 
Metal Trim e Lighting Fixtures e Quilted Stainless Sheets 
Counter Accessories and much, much more - 


Send $3.00 today for your 
Gino's Malt Shop Collection Catalog to : 


Gino à Malt Shop 
301 E Main St. 
Carnegie, PA 15106 


(412) 429-7632 
From those good ald dago when Sex wae safe, 


Hot Rodo were dangerous, and Fate war a siager LOL 


To consider Price alone, without Quality, is to misunderstand the meaning of Value 


The Money Genie is out of the bottle: 


Your Cash is My Command! 


Older coin-operated equipment is bringing in more 
money than it ever has in the history of the coin-op 
industry! Isn't it time you cashed in? Super Auctions 
will buy it directly from you or act as your agent and 
sell it at auction for you without headache or hassle. All 
you have to do is call — we'll arrange pickup and 
transportation — GUARANTEED!* 


Why is your warehouse exploding with older non-revenue 
producing equipment in the first place? Most operators will 
have to think about that question. Some will say they've 
always done this and soon end up with warehouses busting at 
the seams. Others feared years ago buyers would buy their 
equipment, then turn around and steal their locations. But ask 
yourself: Is that money sitting idle in your warehouse while 
you wait for the best time to sell? Well, now is that time! 


We don't cherry-pick! 

We've met operators who avoid so-called “buyers.” Experience 
tells them these buyers are cherry-pickers, interested only in a 
few select pieces that have become classics. We don't cherry- 
pick. We buy your new, your old, your tired and your poor — 
we take it all, working and non-working: pinball machines, 
video games, pool tables, kiddie rides, jukeboxes and 
more. And with our efficient crews, your warehouse can be 
emptied and ready for more, usually in just one day! 


*minimum quantity required 
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Can you make more selling through an online auction site? 
Not likely. Most buyers are after a mere handful of the classic-type games. Though 
you may have a few of these, chances are most of your stored equipment are filler- 


type games, the kind most buyers wouldn't touch. Super Auctions specializes in ALL 
used equipment. We've conducted amusement auctions in more than 17 states — p» 


7, 


we know how to re-market all types of coin operated equipment. We can dras- 
tically improve your bottom line selling your equipment at auction or buy- 
ing it all from you right now! 


How much money have you lost today? The clock is tick- 
ing... 

How much cash do you lose everyday in rent, labor, utilities and insur- 
ance storing non-revenue producing equipment? Even if you own your 
own warehouse, aren't there more profitable uses for your building than 
storing dust collectors? 


Limited opportunity 
We're in a bull market, but how long will it last? The current state of the coin 


all your freeloading equipment today! 
Fax your inventory to (562) 592-3929 
Call us at (714) 535-7000 


Email us at 
auctions? dslextreme.com 


Å 
op industry indicates more and more used equipment will flood the market 
very soon, driving prices way down. Don't wait til it's too late! Sell or auction N 


P 


S SUPER Z 


AUCTIONS € 


All inquiries 
strictly confidential. 


TM 


— 


Huction 
khato 


Wither Woodrails? 


H aving just taken a walk through my house, which at the time 
was loaded with vintage goodies of all kinds, a local reporter 
asked me what the next collectible trend might be. My answer was for 
her to simply do a little arithmetic. People look to buy their memo- 
ries, usually from the period of their pre-teen and teenager years. If 
someone was born in 1970, then anything popular between 1978 

and 1988 would likely appeal to them. The trick is that this formula 
isa continuum. The duration of something’s original popularity will 


determine the length of time in the future their “sweet period” will 
last. Seasoned purveyors of nostalgia sense sweet periods and manage 
their businesses accordingly. 

For example, 1940s, ‘50s and early “60s vinyl jukeboxes have had an 
incredible run over the past 25 years. But that coin-op collecting sec- 
tor has had a gentle and steady decline since its sweet period, the very 
peak of which was 1990. The jukebox hobby isn’t dead by 


It has, though, undeniably faded and will never again experience the 


ny means. 


frenzy it once enjoyed. 

I’m beginning to sense the same thing happening with pinball. 
Now, before you accuse me of heresy, there is still a minimum of 
20-30 years before the hobby takes on the pallor of ancient jukeboxes. 
The earliest signs of the decline are before us, though. Where? In the 
demand decrease for the earliest games that are still widely collected. 

I speak of the gloriously gorgeous woodrail pinball machines; those 
magnificent masterpieces of engineering, craftsmanship and artwork. 
The market for these jewels was white hot only a few years ago with 
games easily fetching $2000-$3000 and more. Even today some of the 
very rare game titles (i.e. Gottlieb’s Mermaid) still command several 
thousand dollars to the right buyer. 

Judging from recent woodrail pinball activity on eBay, the collect- 
ing spirit is starting to cool. Typically, once a downward move for this 
kind of thing begins, there's no going back. We're not talking about 
commodities here. A snapshot view from last month showed a 1953 
Gottlieb Guys Dolls listed with an opening bid of $1195. It closed 
with no bids and has since been relisted. A 1957 Gottlieb Straight 
Flush had a high bid of $815 which didn’t meet the seller's reserve 
price. A 1950 Gottlieb Spot Bowler received only three Best Offers 
from buyers, all of which were declined or allowed to expire by the 
seller. A beautiful 1959 Gottlieb Hi-Diver, a game that features back- 
box animation, had nine bidders and sold for an unimpressive $1264. 
A closer look revealed that six of the nine bidders weren't willing to 
bid above $850. That left only three seriously interested buyers whose 
bids went above $850. 

Now, if in 2010 woodrail pinball machines rally and are racking 


higher sales figures than ever, you can call me Chicken Little. 
In the meantime, excuse me for not busying myself with clucking 


practice. 


Coin-Op Auction Results 


(Compiled from eBay®) 


PINBALL 

Smarty $560 

Guns N'Roses $3472 
Mata Hari $1500 

The Sopranos $2750 
World Cup Soccer $1140 
Judge Dredd $1330 
Jungle Lord $900 

Big House $555 

Lord of the Rings $3750 
Meteor $1244 

Doctor Who $1600 
Special Force $670 
Hook $1099 

Kings of Steel $850 
Panthera $575 
Riverboat Gambler $1350 
Funhouse $2060 
Earthshaker! $1067 

The Addams Family $4550 
KISS $2850 


ARCADE VIDEO 
Pac-Man (cocktail) $1395 
Terminator 2 $550 
Asteroids 5356 

Donkey Kong Junior $405 
Silent Scope EX $810 
Crisis Zone $431 

Joust $688 

Ms. Pac-Man $560 
Berzerk $530 

Lethal Enforcers $375 
Revolution X $300 
Hyperbowl $788 

Karate Champ $150 
Tetris $202 

Ghosts N’ Goblins $300 
Star Wars Trilogy Arcade $345 
Dark Stalkers $125 

Alien vs. Predator $305 
Area 51 $380 

Smashing Drive $616 


SLOTS 

Mills Black Cherry 5-cent $1099 

Mills Token Bell 25-cent $1604 

Mills Wild Cherry 10-cent $1326 

Mills Skyscraper 5-cent $1261 

Mills QT 1-cent $1490 

Jennings Victoria B. 5-cent $1695 
Jennings Sun Chief 25-cent $2421 
Jennings Chief Tic-Tac-Toe 5-cent $1758 
Jennings Buckaroo 10-cent $4849 
Watling Eagle Operator Bell 5-cent $1613 


JUKEBOXES 

Wurlitzer 2300S $5000 
Wurlitzer 750E $2600 
Wurlitzer 1050 $2800 
Wurlitzer 61 $4900 
Wurlitzer 2100 $9551 
Wurlitzer 2910 $1295 
Seeburg 148 $1850 
Seeburg HF100C $1485 
Seeburg C100 $1800 
Rockola 1428 $3200 


PAPER 

Atari Liberator flyer $10 

Atari Battlezone flyer $11 

Nintendo Donkey Kong service manual $11 
Wurlitzer 50/51/61 service manual $110 
1934 Billboard magazine w/ coin-op ads $23 
The Pinball Repair Directory book $10 


COIN-OP 

Parker 5-cent pencil dispenser $425 

Van-Lite lighter fluid dispenser $776 
Northwestern Ball-0-Matic golf ball vendor $225 
1929 Mills 5-cent automatic phonograph $12000 
Tradio Inc. hotel radio $100 


FIXER-UPPERS 

Atari Star Wars $421 

Gottlieb Genie $250 
Wurlitzer 1800 $2350 
Seeburg L100 $800 

Mills Vest Pocket 5-cent $252 


NO TAKERS 

Williams Millionaire $800 
Stern Shrek $4398 

T. Golden Tee 2K $599 
Seeburg HF100G $4500 

Mills Cherry Front 5-cent $1400 
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Scott Kessler — 


_ 9/26/2006 - 


71:42 Minutes | 


6/9/2006 


| Sonics 


OFFICIAL SCOREKEEPER FOR THE WORLD OF 
VIDEO GAMES AND PINBALL 


t left is Twin Galaxies Poster #91: 

“Will These Records Ever Be Broken?” 
Designed by Caroline Hoose (Lady Mac) of 
Fairfield, Iowa. 

Some records may last forever. For in- 
stance, the two records below are so difficult 
to merely equal, no less to beat, that they may 
stand for ages. 


However, this much newer record, listed 

on the enclosed poster, may enjoy the same 
longevity as the aforementioned benchmarks 
set in the 1980s: 


Twin Galaxies and GameRoom Magazine 
are honored to congratulate the champions 
of the arcade world, hoping that their great 
high-score accomplishments last for a long 


time (until the next champion comes along!) 


www.twingalaxies.com 


Puzzle Page 


Coin S)ug 


PeLLets 


MISSION OBJECTIVE: 


SEEK OUT AND DESTROY 
ALL HOSTILE ALIEN LIFEFORMS! 


Squeeze trigger to shoot/punch 
Use thumb buttons to: 
Pick up more powerful weapons 
Retrieve valuable hardware 
Activate ship's computers 
+. .and MUCH MORE! 


WATCH YOUR “STATUS LINE" TO SEE 
WHAT YOUR THUMB BUTTONS DO. 


Congratulations to last 
month's winner, Bruce Elson, 
who correctly guessed that 
this "Thank You" message 
appears on the playfield of 
William's Cirqus Voltaire 


Mystery Photo 
Contest 


Okay, this month it's a challenge for the 
video gamers: its not ofen you were 
given detailed instructions on what to 
do in an arcade game, but this game 
had a metal sign just to let you know to 
“Seek Out and Destroy All Hostile Alien 
Lifeforms!” 


Question: What arcade machine is this 
sign from? I'll pick the winner from 

the pool of correct entries at the end 

of the month, If you're the winner, 
you'll win a "grab bag” of game room 
goodies, including a GameRoom token, 
GameRoom T-shirt, and Space Ace HD 
for the PC! 


The winner will be announced in the 
next issue of GameRoom Magazine! 


Thanks to Mark Stevenson for this month’s comic! Got a puzzle, trivia question, or other game 
room amusement? Well, I’m buying! Send it in to info@gameroommagazine.com — and thanks! 
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GameRoom MarketPlace 


GAIMEROOM 


100 Words 
For Just 


SUPER CHEAP ADS! $5 for 100 words! 
(+$1 for each additional 25 words) 

No charge for BOLDED words. 

Phone: (440) 372-0728 

Fax: (310) 893-6780 

GameRoom Magazine 

PO Box 33490 

North Royalton, OH 44133-0490 
Online: www.gameroommagazine.com 


Wanted to BUY : ROCKOLA ARMY NAVY PRE-WAR PINBALL 
1934, MUTOSCOPE KO CHAMP 1955 or MUTOSCOPE SILVER 
GLOVES 1948, GENCO MOTORAMA 1957, GENCO SPACE AGE 
1958, GENCO JET PILOT 1959, EVANS BAT-A-SCORE 1948, 
*UNITED STAR SLUGGER BASEBALL 1956, *GENCO CHAMPION 
BASEBALL 1955 or, GENCO QUARTERBACK 1957, *GENCO 2 
PLAYER BASKETBALL 1954, WILLIAMS MINI GOLF 1964, CHES- 
TER POLLARD PLAY FOOTBALL 1924-1926, CC MIDGET SKEE 
ALLEY 1949 or, EVANS SKI-BALL 1940 or, EVANS IN THE BARREL 
1940 or, GOTTLIEB SKI-BALL-ETTE 1940, any MANIKIN GAMES, 
*CC4 PLAYER DERBY (HORSE RACE GAME) 1952, BALLY SPACE 
FLIGHT 1969, any EM Arcade games from 505, 605, 705, SEE- 
BURG SHOOT THE BEAR 1947, KEENEY AIR RAIDER 1940, BALLY 
SPACE GUNNER 1958, ANY UPRIGHT SLOT MACHINE (Caille / 
Mills / ETC. ..), ANY MUTOSCOPE or similar viewer (non racy). 
Working or restored preferred, but will consider any condition. Would 
also entertain offers for any other older arcade pieces of any type 

you may have available. Single games or bulk purchases considered. 
Oddball stuff welcome too! Email: WORLDPC@AOL.COM. Phone 
570-357-0042 . (68) 


WWW.GAMESGALOREDE.COM PINBALL: Theatre of Magic $3495, 
Twilight Zone $3495, Pinball Magic $2895, Star Trek NG $2595, 

WC Soccer $1850, Demolition Man $1595, NBA Fastbreak $1750, 

No Good Gofers $2395, MN Football $1195, Dr. Dude $1250, Space 
Shuttle $895, Space Station $995, Stargate $1375, Millionaire $1050, 
Caveman $1195, Triple Strike $550, ARCADES: Golden Tee'05 TE 
$1995, Off-Road Thunder $895, World Series'99 $695, Ms. Pac-man 
$750, Galaxian $695, Neo Geo 2 slot $475, Street Fighter $495, 
Centipede $595, Pub Time Dart Game $350, Wacky Gator $550, & Mr. 
Doll. PROJECT PINS: SF 2 $575, Hollywood Heat $575, Genie $595, 
Sinbad $675, Checkpoint $650, Space Shuttle $595, Baby Pac-man 
$350, T2 $895, Haunted House $995, Black Hole $1050, Comet $675, 
Dungeons & Dragons $675, Party Animal $595, Time Warp $595, Stock 
Market $195, Ticker Tape $195,& Baywatch $1095. Project arcades: 
Big Strike Shuffle Alley $495, Surf Planet $295, Centipede $350, Rygar 
$150, Vanguard $150, Pop-a-ball $195, Coors Light Dart Game $195, 
Carrier Airwing $150, Blasted! $150, Hippodrome $150,& Buck Rogers 
$250. EMAIL: gamesgalorede@yahoo.com CALL: 302-290-1236 


ACTION PINBALL WAREHOUSE — 200-plus Pinballs in Stock! 
Pinballs, jukeboxes, Darts, Foosball Tables, Neon Lights, and more. We 
buy, sell, trade, and rent. 8290 N.E. Main Street, Suite 3, Fridley, MN 
55432, (763) 784-7279 www.pinballwarehouse.com (49) 
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Full Details on the Free 
PowerAd Program! 


Need jukebox Parts? Contact Durfee Coin-op, The largest supplier of 
original jukebox parts. Parting out over 500 jukes from the 19305 thru 
the 805. Visit my site, jukebox parts.com or email durfee@jukebox- 
parts.com or call 978 544 3800 M Thurs 10-3 (EST). Fast service and 
shipping, all major credit cards accepted! 


Need jukebox Needles, Belts or Keys. .. Visit 
Needles4Jukeboxes.com Offering a complete selection of jukebox 
Needles, Cartridges, Drive Belts & Cabinet Keys. Easy to use online 
shopping, Reasonable Prices & $1.99 Worldwide Shipping. PayPal and 
Credit Cards are welcome. (Ir) 


PLAY PINBALL IN CONNECTICUT! We have some of the best pinball 
machines to play or buy, including Star Wars, Sopranos, WWF Royal 
Rumble, Monster Bash, Cirqus Voltaire, No Good Gophers, Bram 
Stoker's Dracula, Pinball Magic, Jurassic Park, Simpsons, Attack from 
Mars, and so much more, including arcade games! Coming Soon: 
Stern's Indiana Jones! Wolcott Video Outlet, 1796 Meriden Road, 
located in Wolcott CT since 1985. Easy access off 1-84. Don't forget-— 
all of our pinballs play like home-use-only machines! Stop by and help 
keep the pinball dream alive! (203) 879-3083 (Ir) 


WANTED: Cash paid for the following items: Old speakers made by 
Jensen, Capehart, Altec Lansing and Western Electric. High frequency 
horns and drivers. Any Old tube amplifiers and other sound equip- 
ment from movie theaters. Old radio and audio tubes. Old tube 
type hi-fi amps, pre-amps, speakers etc. Old microphones. Old radio 
station equipment (large turntables, record cutters etc) Anything 
made by Ampex such as reel to reels, mixers, recording amps and 
consoles. Old military radio equipment (receivers, transmitters etc) 
Also buying 35mm movie projectors and 16mm film. CALL: Tom 
Wilson 937-477-9855 (78) 


COON HUNT LEGS---Gun Stand Leg Set $89.00--Cabinet Leg Set 
$129,00--One set of each $189.00-- Quality Chromed Reproductions-- 
Buyer Pays Exact UPS Charge--No Packing Charge--email --packmanaf@ 
aol.com or call 201-522-0155 (128) 


WURLITZER 200 JUKE BOX. Complete/original with 45s. Serial num- 
ber 305698. TEXAS ~ Make offer! Email: askjim@meritcotx.com (98) 


WANTED: 1953 GUYS & DOLLS Gottlieb Pinball Machine. Please 
call Randy Galati at (618) 235-0179 or e-maill rgalati@charter.net. 
Please contact me if you have one for sale or know someone that 
wants to sell. (88) 


For Sale: Jukeboxes: Ristaucrat Dance School model $450, Rockola 
1426 $2750, C100 $600, Seeburg 100-B $1000, 100-G $1400, L100 
$1000, BMS-1 $250, AY-160 5700, HSC #6000 $400, SPS-160 $400, 
STD-160 $400, SMC1 $750. Wallboxes: NSM Consulette $150, Rowe 
WRA 575, Seeburg 3W100 $100, SC-1 $85, DEC $75. Slot Machine, 5 
Cent Columbia $650, Pinball: Daval Odd Ball $350, Gottlieb Jet Spin 
$550 Video: Silk Worm $100, Megatouch bar top $100, Misc: 15" 
American Shuffle Alley $500, Jennings Lollypop Scale $400. Lots more 
stuff for sale, visit Jukeboxparts.com to see it all. Durfee Coin-op the 
jukebox parts kingpin! 978 544 3800 M-Thurday 10-3 (EST) or email 
durfee@jukeboxparts.com anytime! 


www.YourGameroom.com Everything for your Gameroom, Fun 

& unique Nostalgia. Decorate your gameroom with Gas Station and 
Firehouse memorabilia. Life-size figures, restored 1950s soda fountains, 
gas pumps, jukeboxes, coke machines, candy machines. www. 
YourGameroom.com also has restoration services for antique slots, 
jukeboxes, and soda machines. jukebox manuals, 45 rpm record sets, 
don't forget gumball machines, record players, Coca-Cola decorative 
items, pinballs, videos, automobile sofas & wall hangings. Visit www. 
YourGameroom.com to see hundreds of classified ads, news alerts, 
and articles, Over 100 web pages. New stuff every week at: 
www.YourGameroom.com (78) 


ROCKOLA COMMANDO FOR SALE Grade 1 restoration, Punch Bowl 
to disperse sound included. 20 Selections, 78 RPM. $15,500. Harvey 
Watkins (212) 722-6042, hkw1520@aol.com (NY) (58) 


AUTOMOBILE LITERATURE WANTED: 1900-1975. Will purchase any 
transportation collectible for automobile, truck, bicycle, motorcycle, 
farm implement, train, plane, boat, etc,, including sales brochures, 
catalogs, manuals, factory documents, old letters, autographs, 
posters, original artwork, models, toys, pedal cars, etc. Especially want 
anything involving racing, including trophies plus items mentioned 
above. Walter Miller, 6710 Brooklawn, Syracuse NY 13211. Phone: 
315-432-8282. Fax: 315-432-8256. e-mail: info@autolit.com (59) 


Your Ad Could Be Right Here! Visit GameRoomMagazine.com or 
call (440) 372-0728 to submit your Power Ad. Just $5 for 100 words, 
one of the cheapest advertising options available anywhere! This ad is 
just 45 words long — imagine what you could say with 100! 


4 


ae. 


MarketPlace Rates: $18 per full-color 1/16 page (3.667 x 1.25 inch) section. 
Combine as few or as many sections as you need, in whatever shape you want! 


Quantity Discounts Available. (440) 372-0728 or info@gameroommagazine.com 


-We.G.0O.D.,/.1,5 Day, Service 


Chrome Plating 


Satisfaction Guaranteed ~ 


ILLINOIS ANTIQUE SLOT MACHINE COMPANY 
Slot Machines Wanted 


Also old Wurlitzer Jukeboxes, E 
Nickelodeons, and Music =mi A 
Boxes | 


Plus any related devices 


Frank Zygmunt 
(603) 985-2742 
Fax: 985-5151 
PO Box 542 
Westmont, IL 60559 
Buy & Sell 
Finder's Fee Paid 


Any Condition 
Paying Cash 


COLLECTOR 
MAGAZINE 


2545 S.E. 60th Court * Pleasant Hill, [A 50327-5049 


www.jukeboxmagazine.com 
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Love Pinball: ? 
Love the 8c eosta 


A Passion for Pinball and More... 
www.silverballpodcast.com 


Atways) BUYING Coin-Op) Paper 


If you have any quantity of schematics, manuals, flyers, photos, or any 
other kind of paper documentation on coin-op devices and games... 


| want to hear fom youl 


Also: 20,000 Flyers and Schematics for Sale! 


Mike Pacak 


2993 Lynn Road, Canfield Ohio 44406 
(330) 549-2596 MGPacak@aol.com 


If you're reading this ad, 
so are your customers 
- advertise in 
GameRoom Magazine 
today! 
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The Nature of the Beast 


love my pinball machines... most of the 

time. There are times, however, when 
owning a pinball machine is more work than 
play, and far less fun than it should be. Being 
that pinball machines are a unique blending 
of mechanical and electronic parts, they have 
their own unique gremlins, and at times find- 
ing and eliminating those gremlins they can 
tax even the most patient troubleshooter. 

Those gremlins recently made themselves 

at home in my 1992 Bally Dr. Who pinball 
machine: it’s been over a month of literally 


one breakdown after another: as I’m testing 


a fix, another problem will rear its ugly head. 
Since this situation started, I haven't yet 
finished a complete game, but I've removed 
nearly every nut, screw, connector, ramp, 
switch, and circuit board in the machine. 
"That's one of the nasty secrets about the 
more modern DMD (Dot Matrix Display) 
pinball machines: while they are dazzling to 
look at and play, with multi-layered ramps 
and big playfield toys, they are also a Rubik's 


Cube of devilish stacked assemblies, depen- 
dent shared connections, and deeply buried 
mechanisms. 
Here’s an example: simply changing a 

pop bumper lamp on Dr. Who can require 
removing a huge ramp, which also requires 


removing a metal shield around the mini- 


playfield, and disconnecting several switch 
and lamp cables on the ramp from under 
the playfield. Changing a burned-out lamp 


in the mini-playfie d can require removing 


even more parts, including the entire mini- 


playfield assembly. 


My trip into pinball-repair madness 
began simply enough: the mini-playfield 
started stuttering when going up and down. 
checked for binding, lubed the tracks... 


then it stopped working completely. I lifted 
the playfield to check things... and it worked 
perfectly again. I lowered the playfield... and 
it wouldn't budge. I took everything apart, 
pulled out the mini-playfield, checked the 


motor, the gears, and then tediously reas- 


sembled everything. 
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Once again, it worked 


perfectly... only when 
the playfield was up. 
After hours of frus- 
trated troubleshooting, 
I just happened to spot 
a component on the 
motor driver board 
lifted 
Suddenly, 


wiggle when 
the playfield. 
it all made sense: the 
component had broken 
a lead, and when I lifted 


the playfield, it fell back 


into place. Lower the 


playfield, and the circuit 


board was upside down, 


and the component fell 


away. Just blind luck that 


I solved that one! 
U 


was just the start of my 


nfortunately, that 


g the 


mini-playfield had led to 


Woes: my removin 


the optos inside coming 
out of alignment, and it 
wouldn't register hits. 

Fixing that problem led 
to a loose connector on 


another switch in the 


mini-playfield, which 
required another com- 
plete disassembly. By 


now I had this down to 


a science... a very long, 
tedious, finger-numbing 
science. 

As I write this column, My poor Dr. Who 


is still not working. Now it’s frying a pop- 


bumper coil, blowing a related fuse and fry- 
ing the associated transistor. I’m fast reaching 
both the end of my rope and my pinball 
knowledge, but this is was first pinball, and 
has served me faithfully for several years— 
I've got to bring it back from the dead, no 
matter how many cuts and soldering iron 


burns it takes. 


If you're going to own a pinball machine, 
you're going to have to be either a dedicated 
tinke 


A willing to learn every mechanical 
and electronic intricacy of your particu- 

lar pin, or you're going to have to have a 
resourceful repair tech handy and the money 
to pay him. It w// eventually break, in any 
number of devious and amazingly convo- 


uted ways. It’s an inevitable certainty, as 
luted ways. I bl 》 
just the nature of the beast. GR 


m Web. iore 
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The Sopranos Toll Free (866) 323-5225 or (800) 473-5225 


Made with love’ by: 


<EIROMAG- 


Our goallis' to preserve classic video game magazines so that 
they are not lost permanently: 


People interested in helping outinany capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


